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lh« first 10,000 
telephone entrants 
will receive their own 
Game Max Girt Poster 


PHONE 


tor your chance to win a fantastic Sony \ Vi: \ iA TV and to receive 
your Game Max Girt Poster. Simply answer affirmative or negative to the following three questions 
1. Is <'/\i i the only portable widescreen TV in Europe? 2. Does the Vi;. : i \ have a unique GAME button 

that instantly selects widescreen format for more awesome game action? 3. Is 7V 4:3 format? 











This is COtoUr and dUtCCll mere mortals can only dream about. 


This is the format flOXt Gdfi software was created for. 


This is 16:9 



WIDE SONY 


All telephone entries must be made before lines close at midnight on 30.11.96. Calls cost 39p per minute cheap rate, 49p per minute at all other times and should last no longer than 4 minutes. 
The first 10,000 telephone entrants will receive an A1 size Game Max Girl Poster. If you are under 18 years old please ask the person who pays the phone bill before calling. Alternatively send an 
s a e to the following address for an entry form: Game Max, IMS, P.O. Box 7943, London SE1 9ZJ. All entry forms must be received by 30.11.96. There is no limit to the number of entries but 
entrants can win only one prize. The winners will be the first 5 entrants selected at random from all correct entries. The prizes are 5 KV-16WS1 Widescreen Sony TV's. No cash alternatives. 
Winners will be notified by 6.12.96. and will receive their prize shortly afterwards. For a list of winners please send an s.a.e. to the P.O. Box address above. Employees of Sony Corporation, their families 
and agents are not permitted to enter. Open to UK residents only. Promoter: Sony United Kingdom Limited, Weybridge, Surrey. Sony, Super Trinitron Wide and Game Max are trademarks of the Sony Corporation Japan. The 
PlayStation logo and “PlayStation” are trademarks of Sony Computer Entertainment Europe. All trademarks acknowledged. 
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A legend in video gaming comes to the 
PlayStation, as EA launch Soviet Strike on 
to the unsuspecting public. The war with 
the Russians is back on for a handy plot 
device, as yet another mad dictator plans 
to take over the world, and once again 
only you can prevent global slaughter. 


lip Ism 

News: 6 CT 
trump Doom 
with 

PlayStation 
Hexen, EA 

SIGN THE 
RIGHTS TO THE 

1998 World 
Cup, and 
Acclaim 
unveil Crow 
2: City of 
Angels. 


Solved: 64 
Formula 1 

GETS MORE IN- 
DEPTH Play¬ 
Station Plus 
servicing. 


Media: 126 
Our regular 
column 

LOOKING AT 
THE LATEST 
BOOKS, 

COMICS , 
VIDEOSAND 
CDS WITH JUST 
A HINT OF A 
GAMING CON¬ 
NECTION. 


Plus 

Points: 128 
Your views 

ON THE WORLD 
OF THE 

PlayStation. 

Next 

Issue: 130 

SNEAK 

OF 

what's 

COMING UP 
NEXT IN 

PlayStation 

Plus. 


FIFA 97 J FIFA La Difference 

It seems as if there are almost as many PlayStation football 
games as there are in the Premiership. With every software 
house promising better animation than the last, motion-cap¬ 
ture, 'true 1 3D, and commentary from famed television per¬ 
sonalities, somewhere along the line gameplay has gone miss¬ 
ing. EA are set to return tot he field, though, with FIFA '97. 

With French ace David Ginola 
providing the movements, and a 
new motion-capture technique 
which promises no waiting 
between moves, EA are confi¬ 
dent they have the PlayStation 
equivalent to Manchester 
United. PlayStation Plus visited 
EA's Vancouver offices, and met 
up with Ginola for the full story. 


Special Report 
Right, there's this brand new game called 
Clockwatcher. It's an action-packed arcade 
adventure of time travel and problem solv¬ 
ing. A sort of Doctor Who meets Resident Evil 
And it's going to be big... Or at least, it 
would be, if it actually existed. Here at 
PlayStation Plus we thought we'd make our 
own game, you see, and discover just how 
easy or difficult it would be to sell the idea, 
develop it, market it and then reap the 
rewards - if any. And we left it to Adam 
Peters to put in the petty cash request... 
















































There's no 
doubting 

THAT SO- 
CALLED CON¬ 
SOLE WAR HAS 
BEEN A TOTAL 
WALK OVER 

for Sony. 
While Sega 

HAVE FIELDED 
THE ADMIT¬ 
TEDLY 
IMPRESSIVE 

Nights, 

THEIR SEC¬ 
ONDARY 
RELEASES ARE 
OF AVERAGE 
QUALITY, AND 
CANNOT COM¬ 
PARE TO THE 
LIKES OF 

Formula i. 
Final Doom 
or Mortal 
Kombat 
Trilogy. 
Christmas 

LOOKS SET TO 
REINFORCE 

Sony's num¬ 
ber one posi¬ 
tion, and 

WHATEVER 

Nintendo 

PLAN TO DO 
THEY'D bet¬ 
ter DO IT 
SOON BEFORE 
IT'S TOO 
LATE... 


Steve 

Merrett, 

Editor 




THE CAPINCHOLE in 
PlayStation gaming left as 
Doom was finally laid to rest 
last month will be filled by id 
Software's earth-shattering 
mediaeval romp, Hexen. 
Published by GT Interactive, 
Hexen is a joint collaboration 
between the creators of 
Doom and role-playing spe¬ 
cialists Raven Software, 
Hexen takes the 3D first-per¬ 
son shoot 'em up into the 
next generation with it's 
advanced level designs, 
meaty weapons and unparal¬ 
leled link-up options. 

The realm of Chronos is in 
dire straits, plagued by the 
minions of the evil serpent 
rider Korax. Casting the play¬ 
er as either a warrior, cleric 
or mage, adventurers must 
negotiate over forty levels of 



GT REVEAL RELEASE DOUBLE WHAMMY • EA LIFT THE 
WORLD CUP • ROCKET JOCKEY ROARS IN • INDEPENDENCE 
DAY NEARS • THE CROW RETURNS FROM THE DEAD 





The 3D 

WORLD IN 

Hexen dif¬ 
fers from 

THOSE OF 

Doom in that 

THE GAME IS 
PLAYED OVER A 
HUGE PRO¬ 
GRESSIVE 
STAGE AS 
OPPOSED TO A 
SERIES OF 
SMALL ONES. 
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hack 'n' slash gore. Each char¬ 
acter is unique, the warrior 
relying on brute force to 
overpower the enemy while 
the cleric and mage call on 
the powers of magic to crush 
Korax's henchmen. Weapons 
are character specific too, the 
barbarian favouring huge bat¬ 
tle axes and magical swords, 
while the enchanted staff is 
the Cleric's preferred arma¬ 
ment. The mage rarely uses a 
weapon, and instead casts 
fireballs and summons light¬ 
ning bolts from his hands. 

The PlayStation version of 
Hexen is being developed by 
British coder Probe Software, 
the team responsible for 
Alien Trilogy, and will boast 
all the features of the PC 
original, including the innov¬ 
ative level structure. Rather 
than dozens of stand-alone 


WIPm20S7 

Psygnosis return to the 
worlds of futuristic racing, 
refining every aspect of the 
original, and enhancing the 
playability in the process. 
Awarded 94% this issue. 





SOVItJ STHIKF 

The old Megadrive classic is 
given a rendered lick of 
paint, and fancy FMV inter¬ 
missions while retaining the 
same playability of yore. 
Awarded 92% in this issue. 
























The weapons are all based 

ON DAYS OF YORE, WITH SWORDS 
AND SPELLS MAKING UP THE 
MAJORITY ON OFFER — WITH THE 
FORMER LOOKING PARTICULARLY 
IMPRESSIVE. 

missions, Hexen incorporates 
a Hub system, within which a 
handful of smaller locations 
are linked to a central loca¬ 
tion and so adventurers must 
journey back and forth to 
solve all the puzzles and pick 
up items. 

At present the game is 
approximately 80% com¬ 
plete, with Probe adding 
dozens of cool lighting 
effects unique to the 
PlayStation. It's due for 
release in December, and 
next issue PlayStation Plus will 
be taking an exclusive look at 
mediaeval masterpiece. 


EASPIB 

Long delayed and slipped 
into the shops without much 
ado. Attractive but shallow 
puzzle game from Interplay 
based on the film. Awarded 
62% in this issue. 






WarGods 


WITH MORTAL KOMBAT 
Trilogy set to hit the shelves 
in November, Williams and 
GT are not preparing to take 
all comers in the 3D beat 'em 
up arena, as the first fruits of 
the WarCods conversion are 
revealed. WarCods is 
Williams' first foray into the 
realms of 3D, with fully 
detailed sprites wandering in 
and out of rotating back¬ 
drops. In terms of gameplay, 
predictably, the game bor¬ 
rows a lot from its Mortal 
Kombat cousin, giving the 
player control over a number 
of human and beast combat¬ 
ants, each of whom is 
equipped with a host of spe¬ 
cial moves. Similarly, in keep¬ 
ing with the precedent set by 
the Mortal Kombat series, 
WarCods is also set to be the 
first game to feature finish¬ 
ing moves into its 3D world. 

The WarGods coin-op was 




released just over a year ago 
to critical acclaim, and the 
conversion has been in devel 
opment since the arcade 
board was completed. In all 
there are ten characters on 
offer, drawing from mytholo 
gy, the future, and warriors 
of every generation, with 
Egyptians facing off against 
robots, and gladiators going 
up against priests. 

The diverse histories and 
backgrounds to each charac¬ 
ter and their inclusion into 
the tournament has allowed 
Williams' developers to flex 







Each of the 

CHARACTERS 
ENTERS THE 
FRAY IN A DES¬ 
PERATE 
ATTEMPT TO 
LOCATE THE 
REST OF THE 
ORE WHICH 
GAVE THEM 
THEIR SPECIAL 
POWERS. 




their creative muscle, with 
the Anubis sprite calling 
upon fireballs, while 
WarHead is a genetically- 
enhanced soldier of fortune 
who had gone awry. 

The flimsy scenario tells of 
a magical ore that endows 
those who touch it with spe¬ 
cial powers. However, just 
touching the mystical pow¬ 
der makes those in contact 
with it crave more, and the 
WarGods tournament has 
been created to determine 
who shall be given the path 
to unlimited supplies. 

GT's PlayStation code is at 
a very early stage, with all 
the characters up and run¬ 
ning, but the game logic still 
requiring tweaks and refine¬ 
ments. That said, the 3D is 
very convincing, and the 
assorted moves every bit as 
easy to effect as those in the 
Mortal Kombat series. 

GT are still hoping for a 
Christmas release for their 
latest entrant to the pugilism 
arena, and we'll be following 
its progress very closely. 




BIAH MACBIHIBtAB 

Core's bizarre trek across a 
world overrun by mutant 
insects proves extremely 
playable, and worthy of con¬ 
sideration. Awarded 89% in 
PlayStation Plus Issue 13. 
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BIAIINE BRAEOHS 

Set in the days of dragons 
and the round table, the 
player works their way 
through a Terry Jones-creat¬ 
ed world. Awarded 87% in 
PlayStation Plus Issue 10. 



JBHHtl B1 

This looks a great deal bet¬ 
ter than it plays. The excite¬ 
ment generated by the dark 
tunnels soon gives way to 
repetition. Awarded 89% in 
PlayStation Plus Issue 12. 
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Familiar ele¬ 
ments of THE 
Batmobile 

SEQUENCES 

from Tim 
Burton's 

FILM APPEAR IN 

Rocket 

Jockey. 


Battleship 


DISPENSE WITH the tatty 
scraps of paper and biros 
as Hasbro brings comput¬ 
er Battleship up into the 
32bit era. Although the 
classic pen and paper 
game of Battleships is 
included in this CD- 
update, Ultimate 
Battleship is no 
longer a game of 
pure luck rather 
than skill, as virtual 
commanders must 
now use all their 
wit and ingenu¬ 
ity to lead their 
fleet of battle¬ 
ships in war. 
There's no 
longer a tiny grid 
on which to hide, instead 
a vast ocean 64 times the 
size of the original play 
area is host to a fierce bat¬ 
tle in which long-range 
missiles and large-calibre 
cannon now play a part. 

In addition to the one- 
player game it's rumoured 
Hasbro will be including a 
cable link option, thus 
allowing two commanders 
to take to the high seas in 
this exciting adaptation of 
the classic childhood pas¬ 
time. It's not due for 
release until spring next 
though, so until then the 
post-it notes and Bic biro 
will just have to do. 


MINDSCAPE BORDEAUX are 


Westminster to the docks of 


preparing to cross the 
English channel when it trav¬ 
els back to Victorian London 
with its haunting new arcade 
adventure. Nightmare 
Creatures. The Brotherhood 
of Hecate, led by arch-evil 
bloke Adam Crowley, has 
gathered in a secret London 
hideout, to chant the 
ancient tongue of Black 
Magic and summon a 
demonic army from the 
ethereal plains. They suc¬ 
ceed and now these vile 
beasts roam the foggy 
streets of The Big Smoke, 
wreaking havoc from 


the river Thames. 

As either Ignatius or 
Shirley F, the only two 
heroes courageous enough 
to fight this nightmare 
enemy, players must tackle 
15 levels of demonic chaos, 
fighting hand-to-hand with 
Satan's minions and hunting 
down the Brotherhood scum 
who caused this horror. 

Boasting an atmospheric 
musical score, slick 3D 
graphics and spectacular use 
of motion capture. 

Nightmare Creatures looks 
set to impressive when it's 
released early next year. 


Vi kings 2 

ONCE AGAIN Interplay are 
turning to another of their 
16bit hits for inspiration. Lost 
Vikings 2, reunites the trio of 
the popular Super NES game, 
as Erik the Swift, Olaf the 
Stout, and Baleog the Fierce 
search for a time machine. 

The first game left the trio 
stranded in the future, and 
only a trek through five 
themed worlds, where a 
series of puzzles await them, 
will get them home. Each 
viking is individually skilled, 
with Baleog armed with a 
variety of weapons, Erik run¬ 
ning fast, and Olaf protecting 
both with his trusty shield. 
Lost Vikings2 now boasts 3D 
rendered sprites and back¬ 
drops and is set for preview 
next issue. 


A FULLY REN¬ 
DERED 3D 
WORLD 


Rocket 

ROCKET SCIENCE are having 
a stab at the future sport 
genre with their first 
PlayStation release: Rocket 
Jockey. Set in a parallel uni¬ 
verse where gladiatorial 
sports are peak-time view¬ 
ing, the Rocket Jockeys are 
the stars of the show, in a 
sport which mixes soccer 
with gravity-defying rocket 
bikes. The entrants sit on 
rockets which are capable of 
great speed but difficult to 
steer with grappling cables 
linked to poles to turn the 
vehicles around, and the 


Jockey 

; game offers three variants of 
: game. The first mode offers 
j an obstacle course wherein 
; ten tough courses await the 
! jockey's attentions, while 
i Rocket Ball sees the player 
: going one-on-one against a 
j CPU or human opponent as 
they try to get a ball in the 
: net. As the pair race after the 
i ball, dirty tricks galore and 
; underhand ways of forcing 
: the opposition to crash come 
into play — with more experi¬ 
enced jockeys using their 
cables to ensnare their oppo¬ 
nents. Finally, the 'Rocket 
War' option is basically a 
knockout tournament where 
anything goes and the last 
man standing wins the bout. 
Rocket Jockey is scheduled 
for an early '97 release, and 
will be reviewed nearer then. 


UISSIKG: PRESUMEdBlQST 


Or not as the case may be. Just what has happened to those games we previewed all that time ago... 


mrtmm 

First Sighting: Issue 1 (September 1995) 

It seems as if Interplay's Sony interpretation of Kevin Costner's high- 
budget epic is beset by the same problems as the infamous film. 
Following the preview in our first issue, the game has gone back to 
the drawing board for re-evaluation and has since been suspiciously 
quiet. It no longer features on Interplay's release schedule, although a 
June conversion is being mooted. According Interplay, development is 
being led on the PC version, and a direct port to the PlayStation 
should take a matter of weeks. Even so, don't hold your breath... 



ROCK ’tT KOll RACINE 2 

First Sighting: Issue 1 (September 1995) 

Interplay's sequel to their popular Super NES road racer chose to 
ignore the isometric views of its 16bit precursor in favour of a more 
conventional third-person view, but somewhere along the lines 
Rock'n'Roll Racing 2 went way off track. Like Waterworld, the game 
has been completely rewritten, and new characters, tracks and sce¬ 
narios are being concocted. That said, the game has now slipped off 
Interplay's release schedule, and the earliest date we could get for a 
release is next September. Ish. 
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FIFA Manager 


IN A LOGICAL STEP away 
from their arcade/sim soccer 
games, EA are set to use the 
FIFA brand for a forthcoming 
management simulation. 

EA's Canadian development 
team are working with the 
company's UK teams to cre¬ 
ate a game which offers 
every aspect of the manager¬ 



ial position. As such, having 
selected your side from the 
FIFA-endorsed squads on 
offer, FIFA Manager promises 
full control of training, buy¬ 
ing, selling and pre-match 
planning, in addition to cop¬ 
ing with injuries, disciplinary 
measures and suspensions. 
Coding on the game is in the 
embryonic stages, but 
with the FIFA endors¬ 
ing the game it seems 
likely that successful 
managers will be able 
to bid for the multi¬ 
million Ravenellis and 
Baggios of this world. 

Expect FIFA 
Manager to materialise 
towards the middle of 
next year. 


Mechwarrior 


BlC STOMPING 
ROBOTS ARE 
THE ORDER OF 
THE DAY, 

Again. 





AFTER THE SUCCESS of 
MechWarrior 2 onthePCand 
Macintosh, Activision plans 
to release an all-new version 
of the robot combat simula¬ 
tion for the PlayStation in 
January. The new version will 
take advantage of the Sony 
machine's processing power 
by including fully texture- 
mapped graphics and fine- 
tuning the 3D engine, so 
MechWarrior2 will move 
faster and look even better 
than ever before. Better still, 
the 16 missions included in 
the game are completely new 
too, as well as two multi¬ 
player specific campaigns for 
both the Jade Falcon and 
Wolf clans. 

Other improvements over 



the original include good use 
of light-sourcing to create a 
dark, dynamic game environ¬ 
ment, and the talents of voice 
actors to provide the sooth¬ 
ing voice of your command¬ 
ing officer. 

Of course, as well as all the 
32bit enhancements 
MechWarrior2 will boast the 
adrenaline-pumping action of 
the original - or at least 
Activision reckons it will. 
We'll just have to wait and 
see for ourselves, when the 
game is eventually released 
around Christmas. 



EA Get World Cup 



EA HAVE GONE one better 
than their customary FIFA 
licence, by securing the rights 
to 1998's World Cup tourna¬ 
ment in Paris. With EA and 
the FIFA working together on 
the soccer series since its 
Megadrive debut in 1994, the 
Langley-based software 
house have worked closely 
with the Federation, 
ensuring their games make 
the most of the licence 
and all the players with¬ 
in the association. 

Now, with FIFA '97 
set to hit the shops 
towards the end of 


November, it seems likely 
that Bruce McMillan and his 
FIFA team will be sent to 
work on the World Cup title. 
The licence will probably 
mean that the FIFA series will 
be missing a '98 suffix, but 
the most likely title for the 
forthcoming game is FIFA 
World Cup '98, with the 
development team being 
given full access to 
team information, 
stadium details, 
and all the bumf 
and background 
information associ¬ 
ated with the FIFA 
series. While visiting 
the EAC offices in 
Vancouver, it was 
obvious that 
Bruce and his 
team had been forced 
to leave a number of 
ideas out of the 1997 
code due to time and 


Licence 



memory restrictions, and 
already motion-capture mae¬ 
stro, Brian Plank, is working 
around ways to make their 
motion-capture and motion¬ 
blending techniques even 
more effective. EA's World 
Cup game will have a slightly 
longer development time 
than past games in the series 
have enjoyed, and the game 
is expected to coincide with 
the start of the tournament in 
Paris in July 1998. 

Let's just hope Glenn 
Hoddle's team feature promi¬ 
nently in both versions... 


Crow 2: 

City of Angels 


Developers 

Gray 

Matter 

HAVE OBVI¬ 
OUSLY BEEN 
INFLUENCED 
THE GRAPHI¬ 
CAL LOOK OF 

Resident 

Evil. 




ACCLAIM HAVE UNVEILED the 
first PlayStation code for Crow 
2: City of Angels. Acclaim's 
game is set in a 3D world, with 
the hero wandering in and out 
of the rooms a la Resident Evil. 
Using a number of camera 
angles, the player uses a variety 
of kick and punch moves to take 
out the many henchmen, while 
collecting the power-ups and 
weapons left behind. The game 
was developed in conjunction 
with the film's producers, 
allowing Acclaim access to the 
sets and script, so ensuring the 
look and plot of the game, as 
well as the dark backdrops and 
harsh lighting, mimic that of the 
forthcoming film perfectly. The 
PlayStation code is in the hands 
of veteran developers. Gray 
Matter, and Acclaim plan to let 
Crow2 fly by December. 



NEED HELP WITH YOUR 


DO YOU HAVE A PLAYSTATION HABIT? DESPERATE FOR TIPS ON RIDGE RACER REVOLUTION AND ALL THE LATEST GAMES? 
CRAVING FOR DETAILS ON FUTURE RELEASES AND COMPETITIONS? CALL POWERLINE. WE RE HERE TO HELP YOU DEAL WITH YOUR 
ADDICTION 24 HOURS A DAY, 7 DAYS A WEEK, 365 DAYS A YEAR. ALL CALLS WILL BE TREATED IN THE STRICTEST CONFIDENCE. 


( - 

m&Mimmline 

^ PlayStation J 



and "PlayStation" are trademarks of Sony Computer Entertainment Inc. "TouchTone service, calls are charged at 25p/min cheap rate, 39p/min at all other times (correct at Apr ’96). Calls cost no more than £2.99. Please seek permission from the bill payer before making the call. " Adcall, P.0. Box 3000 London N20 9HR0. 





























add to the game's value as 
the player's selected team 
travels the globe in search of 
glory, with the latter weath¬ 
er effects altering the way 
the ball handles - with the 
players dropping the ball 
more in wet weather. 
Graphically, the motion-cap¬ 
tured sprites are also light- 
sourced, and a camera sys¬ 
tem automatically pans in 
and out of the action to high¬ 
light the passes and scrums 
as the game heats up. 
Codemasters boast that 
Jonah Lomu Rugby incorpo¬ 
rates both total realism and 
arcade-style playability, and 
Rugby-starved PlayStation 
owners can go against the 
'Rhino' towards the end of 
the year. 


Jonah L 


CODEMASTERS have signed 
All-Blacks winger Jonah 
Lomu to front their new 
Rugby game. The originally- 
titled Jonah Lomu Rugby 
recreates all the scrums, 
passes, and kicks of the real 
sport, using motion-captured 
players to achieve extra real¬ 
ism. Lomu is famed for his 
devastating pace and power, 
as Will Carling found out to 
his cost as Lomu ran right 
over him during an attack. 
Codemasters game can be 
played by one or two players, 
with thirty international 
teams available across a num¬ 
ber of competitions and tour¬ 
naments. Four stadiums and 
numerous weather effects 


England's 

BANE MAKES 
HIS 

PlayStation 

DEBUT. 


Dark Earth 


DARK EARTH IS YCTanoth- 
er title from French devel¬ 
oper Mindscape Bordeaux, 
and is graphic adventure set 
on Earth three hundred 
years in the future. It's not 
the cyberpunk, technology- 
driven world depicted in 
Bladerunner though, far 
from it in fact. 

The world is now a deso¬ 
late wasteland, cast in 
shadow by a meteor storm 
which devastated the Earth 
atmosphere. All signs of life 
have been wiped away, save 
from a few stragglers who 
now live in small camps in 
the few places still blessed 
with sunlight. 

Created almost entirely in 
3D Studio to give the game 


a slick, rendered quality. Dark 
Earth combines action-based 
combat sequences with mind- 
bending puzzles, as the play¬ 
er treks through the vast 
lands sprawling across 250 
locations. The presentation is 
further enhanced by a cine¬ 
matic music al score that per¬ 
fectly matches the ambience 
of the game. As well as that, 
it features over two hours of 
spoken dialogue which 
often hides clues for the 
ultimate aim of this 
encompassing adventure? 

Initially due for release 
on the PC, expect a 
PlayStation version to 
follow shortly, hopeful¬ 
ly around the beginning 
of 1997. 






VETERAN CAME sprite 
Pitfall Harry is again the 
centre of Activision's 
PlayStation plans, as Pitfall 
3D nears completion. Harry 
began his video game career 
back in the distant days of 
the Atari VCS, and a suc¬ 
cessful Megadrive update 
last year saw him take cen¬ 
tre stage as Activision's new 
action hero. Pitfall 3D is just 
that, with all the rope¬ 
swinging, cavern exploring 
and animal fighting trans¬ 
ferred into a 3D landscape. 
Past Pitfalls have been side¬ 
ways-viewed, with Harry 
fending off attacks using a 
variety of throwing objects 
and his trusty whip, and the 
Pitfall 3D development team 
are confident that all the 
familiar aspects of past 
games will reappear in the 
new game. PlayStation Plus 
was shown a very early ver¬ 
sion of the code in Septem¬ 
ber, and it is already looking 
quite promising, but it is 
unlikely to be released until 
Spring 1997. 



Independence Day 




FOX INTERACTIVE and EA 
have again teamed up to 
bring one of cinema's 
biggest earners to our 
PlayStation screens. Roland 
Emmerich and Dean Devlin's 
hugely successful 
Independence Day is the lat¬ 
est Fox property to undergo 
transformation into a video 
game, with the development 
team taking the alien inva¬ 
sion scenario and turning it 
into a 3D shoot 'em up. The 
film has become the highest- 
grossing to date, with box 
office receipts totalling over 
$100 million, and the game 
leans towards the climactic 
'earth versus the flying 
saucer' sequences which 
dominate the second half of 
the film. The major cities of 
the world have been totalled 
by the multi-tentacled 


invaders, and Earth's resis¬ 
tance to total destruction is 
lead by a handful of fighter 
pilots and the plan to gain use 
of one of the alien ships. As 
such, the game offers wave 
after wave of alien dog-fight¬ 
ing, culminating with the final 
assault which takes the user 
inside one of the huge ships 
and attempting to blow it up. 
Independence Day was initially 
planned for a September 
release, but a new year 
release now seems more like¬ 
ly. A full preview will follow. 


Digitised 

SCENES LIFTED 
FROM THE FILM 
LINK THE 3 D 
SHOOT 'EM UP 
STAGES, WHILE 
THE DESTRUC¬ 
TION OF THE 
MAJOR CITIES 
IS RECREATED 
IN AN ALBEIT 
PIXILATED 
FORM. 



CODEMASTERS have delayed 
the proposed December 
release date for the eagerly- 
awaited Micro Machines V3 
until some time in the Spring. 
Assorted production hitches 
had made its delivery to Sony 
in time for duplication for 
Christmas unlikely, so 
Codemasters have bravely 
bitten the bullet and decided 
to add an extra four months 
to its development time, 
with players set to benefit 
from enhanced graphics and 
a handful of extra tracks for 
their patience. This is the 
second Codemasters game to 
be heavily delayed, with Pete 
Sampras Extreme missing its 
July release date, and plans 
to tie it in with Wimbledon, 
and only just appearing on 
shelves this month. 
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i ->Supersonic 

Racers 


IN LAST MONTH'S 74% - 
rated Supersonic Racer 
review we failed to mention 
the game's eight-player 
mode. Although we don't 
feel the use of two Multi- 
Taps adds anything to the 
often frustrating game, 
developers Supersonic have 
asked us to mention the 
feature which we are only 
too pleased to do. 


Alie 


EA'S CONTINUING 
agreement with 
Fox Interactive is 
set to spawn a 
game based on the 
forthcoming Alien 4 
movie. With 
Sigourney Weaver 
resuming the role 
of Ellen Ripley 
(albeit a cloned 
version), Winona 
Ryder is also starring in the 
film, although the details of 
her part are as yet unknown. 
Plot details are scarce, but 
early rumours indicate that a 
space station bound for Earth 
has been overrun by the acid- 
blooded monsters, and 
Ripley and Winona's charac¬ 
ter must do everything in 
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their power to stop the aliens 
landing on and infesting the 
planet. Game details are as 
yet unconfirmed, but EA's 
other Alien licence - Alien vs 
Predator - is now in the hands 
of Oxford-based Rebellion, 
the team who created the 
Atari Jaguar game of the 
same name. 


Total Drim 


The IN-GAME 
SHOTS LOOK 
RATHER SIMI¬ 
LAR to Sega 
Rally. 



MERIT STUDIOS' PlayStation 
releases are set to continue 
with a 3D road racer called 
Total Drivin'. Developed by 
Andrew Perella and Andrew 
Richards, whose previous 
claims to fame include the 
Megadrive version of Pete 
Sampras Tennis , Total Drivin' 
offers six different locations 
and a number of high-pow¬ 
ered vehicles. The team have 
apparently developed a 'true' 
3D engine wherein crossing 
rough terrain may offer a 
short cut, and other hazards 
come in the form of collaps¬ 
ing bridges or volcanic erup¬ 



tions. The tracks are set all 
across the globe, taking in the 
obligatory snow and desert 
stages, in addition to courses 
weaving through Moscow and 
Hong Kong. Similarly, Merit 
are also working to add a two- 
player mode accessible via 
Sony's link-up cable or a split¬ 
screen option. As of yet a 
release date has not been set. 



Rumours are 

ABOUND THAT 
THE FOURTH 

Alien film 

WILL ADD A 
NEW SPECIES 
TO THE ALIEN 

hierarchy: 
the King 

ALIEN. 


THE BLOCKBUSTER VIDEO CHARTS 


RECOMMENDED 


WIPfOUT 2087 

Better than the excellent 
original in everyway. 
New tracks, easier con¬ 
trols, and more graphical 
finesse than before, plus 
music The Chemical 
Brothers amongst others. 



SOVIET STRIKE 

It may be an old idea 
given the PlayStation 
treatment, but Soviet 
Strike is a superb mixture 
of old style gameplay and 
modern aesthetics. A 
worthy continuation of a 
classic series, and one of 
the few good shoot 'em 
ups for the Sony machine. 



FORMULA 1 

The fast-selling CD to 
date and the best to 
emerge from Psygnosis. 
A multi-layered game 
which appeals to anyone 
who dreams of tearing 
around Silverstone. 



last month’s positions in brackets. 


What’s tickling your fancy in your local Blockbuster rental store — now with added PlayStation. 


| TOP TEN VIDEO GAME RENTALS | 

170P TEN RENTAL VIDEOS | 

| TOP TEN RETAIL VIDEOS 

r. [4] Resilient Evil [Virgin] 

2. [1] Track‘o’field [Konami] 

[HE] Bet Shorty 

2. [1] Heat 

[HE] Braveheart g^ssBw 

2. [1] 101 Dalmations 

3. [2] Ridge Racer Revolution [Naoicol 

3. [HE] Casino 

3. [HE] Apollo 13 iMHEI 

4. [3J Destruction Derby [Psygnosis] 

4. [3] Trainspotting 

4. [HE] X-files: 82S17 1^^^^ 

5. [RE] Formula 1 [Psygnosis] 

5.[2]Jumanji 

5. [3] Bad Boys 

R. [HE] Dust A Move 2 [Acclaim] 

B. [HE] father of the Rride 2 

B. [HE] Die Hard With a Vengeance 

7. [B] Twisted Metal [Sony] 

7. [HE] Desperado 

7. [HE] Dunston Checks In 

R. [5] Adidas Power Soccer [Psygnosis] 

8. [4] Seven 

B. [2] Casper 

3. [RE] Tekken [Namco] 

3. [HE] Cutthroat Island 

3. [HE] Crimson Tide 

10. [RE] Alien Trilogy [Acclaim] 

10. [B] Dangerous Minds 

ID. [HE] Star Trek Voyager 2.10 
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Release : November 
Company : EA 
Price : £44.95 
Players : 1 - 4 
Genre : Sport 












La Difference! 


The continuing quest to 
recreate every aspect of the beautiful 
game within the grey confines of the PlayStation 
has seen efforts from numerous soccer-related parts of 
the UK. Sheffield were represented by Gremlin’s Actua 
Soccer a game which reflected the fortunes of the town’s 
Wednesday XI — ie it started well, but didn’t have the legs for pro¬ 
longed play. Liverpool, however, was done a complete disservice, with 
Adidas Power Soccer never likely to be paired alongside messrs 
Redknapp, McManaman or Berger at the mighty Kop, and was barely up to 
Evertonian standards. Equally undersold were the Midlands sides with Walsall- 
based Elite providing On-Side for Telstar, a game which is far from comparable 
to the relative merits of Aston Villa (Paul McGrath aside, that is) or even 
Birmingham City — and probably even shames Elite’s home side. Now, 
however, EA are set for a second bite of the cherry as FIFA ’97 runs on to 
the pitch. With FIFA ’96 converted by Croydon-based Probe (and 
reminiscent of local side, Crystal Palace — attractive to look at, but 
sluggish and formulaic) EA have turned to their Canadian develop¬ 
ment team in Vancouver to produce a game with all the bobbles, 
volleys, chesting and 100% realism lacking from past 
kickarounds. But Canadians? What do they know about 
soccer?"Enough to learn from others 
mistakes!" laughs FIFA maestro, 

Bruce McMillan... 
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SATURN 


•served.ccl|te is a division and registered trademark of Acclaim Entertainment, Ltd © 1996 All rights reserved. 
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was to create a 
itally realistic 
h ‘Mr FIFA’, 
n on their 
task... 



k ow, call us picky, 
k but while we 
) can appreciate 
r the finer 
aspects of the 
soccer games released to 
date, only Olympic Soccer can 
really claim to have held our 
attention. Yes, we gave both 
Actua Soccer and Adidas 
Power Soccer 93% at the 
time, but having played them 
to death in recent months - 
only to suffer rapid hair loss 
at their many weaknesses 
and foibles - it becomes easy 
to start accepting the idea of 
a soccer game which has all 
the variety of the real thing 
being about as likely as West 
Ham doing the double. Only 
Olympic Soccer* s fast action 
and superb crossing and first¬ 
time shot abilities keep the 
pangs for a game which is 
both realistic and utterly 
playable at bay, and even US 
Gold's game - good as it is - 
cannot claim to be flawless. 
So, are we being unreason¬ 
able wanting a game where 
players will volley a ball at 
any angle at our discretion? 
Or hoping for a dribbling sys¬ 
tem which doesn't glue the 
ball to the sprite's foot? How 
about our hopes for a game 
where the 'keepers don't fall 
for first time shots every 
time, and attempt to close 
the angle when the age-old 
trick of shooting from 45 
degrees is attempted? EA 
seem to think they can 
soothe our (and countless 
other footie mad PlayStation 




H Crossing 

\ NOW INVOLVES 
MORE SKILL, 

AS THE PASSES 
MUST BE PRE¬ 
CISELY 
WEIGHTED. 


owners') fevered brows, and 
a recent trip to EA's Canadian 
offices did a lot to alleviate 
the tension. 

The atmosphere at the 
Vancouver offices belies the 
fact that the FIFA '97 team 
are up against a nasty dead¬ 
line. EAC's General Manager 
Paul Lee stresses that they 
aim to make the surroundings 
as relaxing as possible to 
generate an atmosphere 
more conducive to a happy 
and productive work area, 
and, quite frankly, Vancouver 
fits the bill perfectly. 

Imagine everything good 
about America - the food, 
the night life, and the cheap¬ 
er shop prices - but remove 
the dirty streets, moody peo¬ 
ple, and high crime rate and 
you have Vancouver. It is a 
city that prides itself 
on its cleanliness and 
low crime rate, the 
latter of which is 
best epitomised 
by the local news¬ 
paper headline which 
read "Two Men Brawl 
Outside Bar." Yep, 

Vancouver is most cer¬ 
tainly everything Lee 


The new, 

IMPROVED 

Virtual 

Stadium 

SOFTWARE IS 
CONSIDERABLY 
SMOOTHER 
THAN ITS PRE¬ 
DECESSOR. 



boasts. And within EA's com¬ 
partmentalised offices, a 
team of Canada-based foot¬ 
ball fans are beavering away 
on one of EA's most success¬ 
ful franchises. 

The problems with the 
majority of football games 
can be pinned down to two 
main points: the intelligence 
of the team, and the speed at 
which they move. It's a bit 
like Newcastle spending over 
£30 million on a strike force, 
and having a defence worth 
less than a tenth of that. 

From these two basic build¬ 
ing blocks, you can then add 
all the motion capture you 
like, incorporate fancy back 
heels, chips and volleys. You 
can even even add the com¬ 
mentary - just as long as the 
bloody thing plays well. Sod 
aesthetics if they are to the 
detriment of the gameplay, 
and bollocks to motion cap¬ 
ture if it means players have 
to sit there and watch Andy 
Sinton go through the 
motions while we wait for 
when we can resume control 
of the sprite. Football is an 
action sport capable of 
moments of supreme skill - 


and EAC are confident that 
FIFA '97 is a massive step for¬ 
ward in the quest for soccer 
perfection, and makes the 
majority of its rivals look like 
non-leaguers. 


riP.oTHTHIKSSHFIP.S^ 


In order to learn from past 
mistakes, EA Canada have 
taken a long look at the com¬ 
petition and past incarna¬ 
tions of FIFA. In charge of the 
multiple formats is Bruce 
McMillan who, to all intents 
and purposes, is Mr FIFA. 
Bruce created the first 
Megadrive version all those 
years ago, and since then has 
had a hand in every update 
and format the licence has 
spawned. For someone who 
is responsible for a game 
which has been firmly seated 
on top of the boom-time 
Christmas charts since its 
original incarnation, Bruce is 
incredibly open-minded 
about their plans for the 
1997 edition, and faults of 
past versions. With a ten- 
strong team working on the 
PlayStation version, and 
accompanied by a sec¬ 
ondary group of graphic ►► 
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These wire¬ 
frames are 

THE INITIAL 
RESULTS OF 
THE CAPTURED 
DATA. EAC'S 
HOMEGROWN 
SOFTWARE 
AUTOMATICAL¬ 
LY LINKS THESE 
FROM THE 
BALL POINTERS 
ON THE 
MODEL'S 
BODY. 




Located in a small industrial site elsewhere 
in Vancouver lurks EA's motion-capture stu¬ 
dio. Under the watchful eye of New Yorker, 
Paul Lewis, and his team of five assistants, 
the studio has provided the motion data for 
NBA Live '97, Madden '97 and now FIFA '97. 
Or at least part of it. The majority of the 
motion data was shot in the UK, near 
Slough, with Ginola spending a day in front 
of the six cameras used to view his assorted 
turns, kicks and passes from every angle. To 
ensure the same high standards between the 
two sites, however, James Johnson and 
Bruce McMillan were on hand to put the 
French winger through his paces, and ensure 
everything was running smoothly. 

As we passed through more security 
checks and instructions than Wormwood 
Scrubs, Paul put the motion-capture system 
through its paces using Paul Handsford, a 
guinea pig from 90 Minutes magazine, as the 
star. Just like Ginola before him, Paul was 
covered in a black suit covered in light sensi¬ 
tive balls at every major joint and part of the 
body. Wandering in front of the six cameras 
(positioned at above head height in a rectan¬ 
gular shape), the data from the ball's auto¬ 
matically shows up on an infra red screen 
where the data is saved. With all the preci¬ 
sion of movie set, Paul was told when to run 
or kick the ball, but not before countless 
checks to ensure the team were at their rele¬ 
vant workstations. With two people super¬ 
vising the running, the remainder of the 
team oversee the filming of the moves and 
that the data is 'clean' — ie everything can 
be seen. Following a number of fake head¬ 
ers, the data was then run through a sepa¬ 
rate SGi workstation where home-grown 
software was used to link the balls into the 
skeleton which forms the basis of FIFA '97' s 
sprites. "The main problem here," offers 
Paul, "is that if the actor's arms are hidden 
from view, the software tries to guess their 
location often making a mess of the resul¬ 
tant skeleton. If this happens, then the 
skeleton must be reworked by hand." By the 
time he had said this, though, the 90 
Minutes' writer's moment of fame was over, 
with a barely recognisable skeleton running 
across the workstation's screen. 

Over two hundred separate animations 
were recorded for use in FIFA '97, with 
Ginola providing the majority and local play¬ 
ers from the Vancouver soccer team on hand 
to supply the goal keeping and defensive 
duties. "Players play in different ways," 
Bruce explains, "and Ginola being an all-out 
attacker, he isn't as suited for providing 
defensive moves. Thus, to add extra realism, 
we got the different players in to add extra 
variety to the game." 




The majority of motion-capture data was shot at EA's UK 
offices in Langley, although secondary actors were brought 

IN TO RUN THROUGH THE GOALIE AND DEFENDER ACTIONS. 



artists, musicians and devel¬ 
opment managers which take 
the entire team up to the one 
hundred mark, Bruce was 
keen to rectify the speed 
problems associated with 
FIFA '96, and simultaneously 
address the feeling that the 
player never seemed to be in 
full control of the on screen 
action. As such, the majority 
of work on FIFA '97 has been 
geared towards the Al of the 
players and similar intelli¬ 
gence mechanics, all of which 
is overseen by software engi¬ 
neer, Mark Gipson. 

"To make the gameplay 
experience a lot better we've 
basically reinvented the Al, 
for both gameplay and for 
technical reasons," he offers, 
as small stick men run into 
assorted positions on the 
screen in front of him. "Since 
FIFA '96 we've taken the Al 
code and totally separated it 
from any sort of platform 
dependencies, so what we 
have here is basically just the 
game Al. I have no front end, 
I've got a few basic teams in 
there with different attribut¬ 
es, and I can select my strate¬ 
gies and skills - but this is 
just purely Al. In fact, we've 
been developing the Al for 
longer than, say, the PC ver¬ 
sion has been up and run¬ 
ning." Mark's Al routines 
appear on screen as what 
appear to be sprites lifted 
from the Amiga classic. 
Sensible Soccer. However, at 
key times during the action, 
lines extend from the sprites 
and these indicate the shoot¬ 
ing or passing possibilities 
available to the sprite cur¬ 
rently, and alter as the sprite 
moves. Mark continues: 






Tactics now 

PLAY A LARGER 
PART IN PITA 
'97, WITH THE 
PLAYER ALTER¬ 
ING THEIR 
LINE-UP 
WHENEVER 
NECESSARY TO 
COUNTER SET 
ATTACKS OR 
FORMATIONS. 


"With these lines, we work 
out possibilities, as if the 
player sprite is looking 
around, so if he passes to one 
player a different set of 
pointers will appear." 

This system is then syn¬ 
chronised with the largest 
new addition to FIFA '97: 
three control modes. The 
first is effectively that of the 
last game, with the 
player still control¬ 
ling the players, but 
the CPU stepping 
in to prompt div¬ 
ing headers or 
readying a sprite to 
receive a cross. The 
second system offers 
more control so the 
player has to, say. 













































(Left) The sequence 

SHOWS HOW THE 
SPRITES ARE BUILT UP 
FROM A VERY BASIC 
SKELETON, THROUGH A 
MORE COMPLEX FRAME, 
AND THEN RENDERED 
FROM A PREDETERMINED 
LIGHT SOURCE. THE 
SKINS (IE KIT AND PHYSI¬ 
CAL DETAILS), AND THEN 
ADDED. The 
PlayStation code, 

HOWEVER, DOES NOT 
FEATURE LIGHT- 
SOURCED KITS IN ORDER 
TO KEEP THE ACTUAL 
CAME UP TO A SUITABLY 
HIGH SPEED. 


position a cross and have 
more say in the header, while 
the "Pro" mode necessitates 
the player working out every 
aspect of the move: trapping, 
weighting that pass, and 
instigating a/?c/guiding the 
said header. To EA's credit, 
the Al software is intelligent 
enough to work out compu¬ 
tations for different game 
tactics, too, including fans of 
Wimbledon's 'punt and 
hope' long ball game. But, 
does the Al software have 
enough savvy to prevent the 
scourge of soccer games 
everywhere: the 45 degree 
shot? "Yes," Mark affirms, 
"the pointers allow the 
goalie to cut down angles 
and ensure that the goal is 
given optimum coverage and 
can close the angle down." 


With Bruce and co realising 
that mastering the Al will 
render the majority of prob¬ 
lems affecting past footie 
games redundant, it has to 
be said that the intelligence 
in FIFA '97 is already superior 
to that of Actua Soccer and 
Adidas Power Soccer with 




players running into posses¬ 
sion as they would, while 
defenders never stray out of 
position or leave the goal 
exposed. Having sat down 
with Actua Soccer, Adidas 
Power Soccer et al, Bruce has 
come to the conclusion that 
"a lot of companies build 
their game, get their render 
engine going, and then start 
tuning their game. And you'll 
hear them say 'well, we've 
got a couple of weeks to fin¬ 
ish it, and then we'll tune it.' 
We've said in the past 'if we 
had another month or two 
the first game would have 
played much better', so this 
time round the guys gave the 
Al precedence at the start of 
the schedule to save repeat¬ 
ing the same mistakes." 
We've been saying it all 
along, mate. 

fltJMwaw SljSjj 

Despite its lack of speed, 

FIFA '96 still rates above the 
likes of Actua Soccer and 
Onside in terms of appear¬ 
ance and control - yes, 
despite the fact that the 
sprites are limited in move¬ 
ment. Now, however, for 
the 1997 edition more ►► 
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(1-4) The BENEFITS OF MOTION CAPTURE ARE OBVIOUS. FIFA '97'S SPRITES RUN AND WEAVE MORE REALISTICALLY THAN THOSE OF ACTUA 

Soccer and Adidas Power Soccer. However, although each sprite is more detailed, a lot of the animation touches are lost as 

THE GAME IS BEST PLAYED USING ONE OF THE MORE DISTANT CAMERA VIEWS. HOWEVER, AS SEEN WITH THE ALAN SHEARER SPRITE DIRECTLY 
BELOW, REPLAYS HAVE NEVER LOOKED BETTER AND EAC'S CLAIMS TO REALISM ARE PROVED BEYOND BELIEF. 



HI, OiSHtHt... _ 

Going one better than the likes of Actua 
Soccer, Adidas Power Soccer and even FIFA 
'96, the new game boasts not one, but three 
commentators to cover the action. With ex¬ 
musician Chris Taylor in charge of the sound 
effects, music and speech in the game, by 
far the greatest task to undertake was the 
addition of perfectly-timed speech tot he on 
field action. As anyone familiar with Actua 
Soccer will attest, Barry Davies if often very 
out of synch with the on-field goings-on, 
and this too has been the biggest problem 
Chris and his team have faced. "We still have 
to stream off the CD at times because of the 
lack of RAM in the PlayStation, and this is 
where the delay comes in." So this must lead 
to the team trying to second-guess the 
action? Chris laughs: "it does to an extent, 
but we have also broken the speech into 
smaller sections, so Motty will say some¬ 
thing like 'Branco passes to...' and we can 
then stream the relevant name. In the mean¬ 
time, we can also cue Andy Gray for a suit¬ 
able comment by the time the move is 
made." The actual effect in game is incredi¬ 
ble, and although Motty and Gray do often 
trail a little, they generally cover the action 
very well with ever pass and kick mentioned, 
and bookings and fouls greeted with deri¬ 
sion or score by Gray. Over one thousand 
comments were made, with a full list of play¬ 
er names added. Similarly, as Motty goes 
through the names and possible moves, he 
also uses different voice inflections to add 
extra feel to the game, while Andy Gray's 
comments are always more caustic bearing 
in mind his pundit status. Housewives' 
favourite Des Lynam is only used to intro¬ 
duce the game, setting the scene within the 
Virtual Stadium, and handing over to Motty. 




moves are available than 
before and a lot of this can 
be attributed to the afore¬ 
mentioned Al system. Bruce 
explains: "Our Al software 
runs on multiple machines 
across the studio, and is 
based on a very simple 
graphics engine which looks 
very similar to a lot of soccer 
management titles. That 
said, the depth behind it is 
amazing and from this screen 
we have all the movement of 
the motion-capture sessions 
and access to all the views. 
The wire frame is important 
as it's actually running the 
motion-capture data so we 
need to see how the players 
are going to behave in cer¬ 
tain situations." As such, in 
keeping with EA's plans to 
keep the game up to speed, 
if the ball is kicked at chest 
height the recipient will 
automatically go into the 
chest manoeuvre to 
receive it, but if it is 
passes higher the player 
will jump to head it on 
instead. The symbio- =- 
sis between the said & 

Al and the motion capture 
is incredible, and EA have 
managed to create a squad 
which not only looks stun¬ 
ning, but reacts fairly real- 



Bruce 

McMillan: 

project 

LEADER OF 

FIFA '97 

ORIGINATOR OF 
THE SERIES 
AND 'Mr 
FIFA 'TO HIS 
MATES... 
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istically. A testament to the 
success of the team's work is 
that in our first game Steve 
Merrett managed to turn and 
hit the bar with a stunning 
20-yard volley, following it 
with a tap in that should have 
been a sitter but went wide - 
proving beyond all doubt 
that the full control promised 
is present. And that Merrett 
couldn't normally hit a bull's 
arse with a banjo. 

In keeping with EAC's 
promises of of full player 




























(1-6) TWO INDOOR COURTS ARE PROVIDED, WITH A CHOICE OF WOOD 
OR CRASS COURTS. SIMILARLY, THE NUMBER OF PLAYERS WITHIN EACH 
TEAM CAN BE ALTERED, ALTHOUGH THE FULL COMPLEMENT OF FIFA 
TEAMS REMAIN. 


movement, the control sys¬ 
tem has been changed 
beyond all recognition. If you 
have the ball and are going in 
for a shot, whereas you used 
to tap the • button for a 
shot, do so now and the 
sprite continues to run in the 
direction he was, while the 
Dpad is used to target the 
shot. Thus, if you want to aim 
top-left of the net, push the 
pad in the relevant direction, 
while the time the button is 
held down determines the 
strength of the shot. As such, 
if you want to do a chip or a 
volley EA feel there is much 
more control over shots, 
allowing for more variety in 
the scoring methods and 
suitably extending the last¬ 
ing appeal. Similarly, while 
the majority of users will 
ignore the beginners control 
method due to its similarities 
to the sloppy 1996 edition, 
the Semi-Pro and Pro modes 
seem incredibly instinctive 



and mastering the former still 
leaves the player in football 
academy as the task of 
weighting long balls, drib¬ 
bling and timing shots is to 
be learned. 

Passing works along the 
same lines, with two differ¬ 
ent modes of on offer. As a 
Semi-Pro while the pass is 
directed to where you want it 
to go, the CPU makes sure it 
gets there, while in Pro mode 
it'll just go in the direction, 
and must be weighted by the 
time the button is depressed, 
the benefit of this being that 
it allows low and high passes 
previously unseen in console 
football games. 


[BleklikgI 


Aesthetics was never a prob¬ 
lem with the first PlayStation 
FIFA , but even so the sprites 
in the 1997 edition are as far 
removed as those of the first 
game as possible. While FIFA 
'96 was the first game to ►► 
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PlayStation 


Some say racing is the most 
exhilarating sport on earth.. 


m^Nowyou can 

Prove it 



Put yourself in the driving seat of Andretti Racing and accelerate into the racing scene 
as a hot-shot rookie in EA SPORTS ' unique career mode. Prove you've got what it takes 
against real drivers on the indy and Stock car circuits, and a superior team will pick you 
up at the end of the season. 

But if raw competition is more your style, shift into a race head-to-head with up to 
3 other players in split-screen and link modes. 

So don't hang around, take your adrenalin to its limits. But be quick, after all, 

Andretti racing is all about the Survival of the Fastest. 
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SPORTS 

IF IT'S IN THE GAME, 
IT'S IN THE GAME® 








(i-4) Replays are automatically viewed from the Ball Cam system, thus enabling EAC to show off their large sprites and general attention to 

DETAIL. Each REPLAY CAN BE STEPPED THROUGH FRAME BY FRAME, OR REVERSED TO AND FRO IN ORDER TO RELISH THE BEST MOMENTS. 







use the Virtual Stadium tech¬ 
nology and allow the user to 
view the action from virtually 
any angle, the player sprites 
were in fact just that and 
consequently tended to look 
a little cutesy and rounded. 
For the sequel, EA have 
extended their 3D routines, 
and the players are now poly¬ 
gon-based, and can be 
viewed from even more 
angles, with extra emphasis 
given to an infinite number 
of views for the action 
replays. The very basics of 
the new player animation lie 
with Newcastle and France 
winger, David Ginola, who EA 
used as the model for their 
motion-capture several 
months ago.Within a room 
housing six high-mounted 
cameras, Ginola went 
through countless move¬ 
ments, all of which are duly 
transferred into a skeleton 
basis for inclusion in the 
game. From here, Ginola's 
skeleton is fleshed out into a 
full body, and a major part of 
these body-building exercis¬ 
es are in the hands of main 


artist, Terry Chui. 

With the late nights taking 
their toll as the game's dead¬ 
line approaches, Terry is in a 
surprisingly good mood as he 
explains the basis for the 
improved system: "We're 
using a mix of polygons and 
bitmaps, with the head, hips, 
the feet all polygon models 
while the limbs are hi-res 
models. When the body is 
pieced together, we overlay 
them with bitmap skins and 
drop them in the game. That 
way we can devote more 


Everything 
about FIFA 
'97 was 

SKETCHED ON 
PAPER, FROM 
THE INITIAL 
STADIUM 
GRAPHICS TO 
CLOSE DETAIL 
TO TACKLES 
AND ATTACK 
FORMATIONS. 


polygons to the more 3D 
parts of them, and because 
the limbs are fairly small and 
flat you can get away with 2D 
versions, but use more detail 
to add muscling and the like 
to make them more realistic.' 
With the basic skeleton 
model in place (with Ginola 
providing the majority of 
moves, but a local Vancouver 
-based goalkeeper running 
through the goalie motions), 
a separate menu is used to 
add skin tone, kit and hair 
colours — all of which are 
then light-sourced in real 
time as the game plays. 

While comprehensive, the 
system allows for a lot of 
detail with goalies choosing 
from a number of shirt styles, 
numbers added to the back 
of team shirts, and the play¬ 
ers starting to resembling the 
pros they're based - mean- 


THE PLAYER 
CURRENTLY 
UNDER CON¬ 
TROL IS HIGH¬ 
LIGHTED WITH 
A COLOURED 
CIRCLE 

BENEATH THEIR 
FEET. 


ing that Ian Wright will actu¬ 
ally be black in this version of 
FIFA\ In total, the PlayStation 
code features over one hun¬ 
dred moves per sprite, and in 
play the aforementioned 
moves work particularly well 
using combinations of button 
presses to effect the more 
complex kicks and moves. 

One of the areas where 
Actua Soccer and Adidas 
Power Soccer fell down was in 
their stringent use of the 
much-touted motion-cap¬ 
ture. As anyone who has 
played the pair will know, 
instigating a shot is all 
very well and looks 
stunning in both, but if 
an Actua Soccer or Adidas 
Power Soccer defender 
slides in to gain posses¬ 
sion, the game is held 
up while the PlayStation 
runs through the said 
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The camera 

VIEWS ARE 
MUCH THE 
SAME AS 
THOSE OF 

FIFA' 96 , 
with the Ball 
Cam and 
Shoulder 
Cam system 

NOT EXACTLY 
CONDUCIVE TO 
PLAYABLE 
MATCHES, BUT 
STUNNING TO 

look at. Real 

DIE HARDS 
WILL STICK 
WITH THE 

Stadium 

Cam. 





Penalties use the same 

BEHIND PLAYER VIEW, WITH THE 
ANGLE AND POWER OF THE SHOT 
DETERMINED BY THE POSITION OF 
THE DPAD AND THE LENGTH THE 
BUTTON IS DEPRESSED. 

kick animation. Now, howev¬ 
er, courtesy of a system 
known as 'motion blending' 
EA are claiming that at last 
realistic animation and con¬ 
trol can be married with the 
speed missing from past ver¬ 
sions. The man behind 
motion blending is Brian 
Plank ("I am Mr Motion 
Capture," he laughs), a long 
time cohort of Bruce's 
throughout the FIFA series, 
and following the completion 
of each version the pair sit 
down and discuss what they 
will change in the inevitable 
sequels. Brian: "The prob¬ 
lems we run into is that when 
you get data from a motion 
capture studio its like captur¬ 
ing film; it's a linear thing 
that when you play it back, 
you get exactly what you 
recorded. So if you were 
doing just capture moves and 
put them in the game like 


that, you would just get the 
CPU running one move, then 
running another, then anoth¬ 
er, and you would just piece¬ 
meal together a string of 
moves. We wanted to get rid 
of the feel that you were just 
playing one move after 
another, and there were two 
goals I wanted: first, the said 
smooth links between moves, 
and secondly to make it so 
the response time in the 
game they were really fast." 


strate is to interrupt the walk 
and then drop into a jog." As 
Brian finishes his sentence, 
the Ginola skeleton slows 
down with a subtle change in 
animation, just as if he was 
coming to the end of a move¬ 
ment. "He just breaks into it 
without a pause," Brian 
smiles, "and he can also go 
into a jog, or a turn or a pass, 
whatever is called of him. 

You can't tell when one move 
starts, and other ends." 





Control when receiving a 

PASS IS NOW MORE PRECISE, WITH 
THE MOVE PERFORMED DEPEND¬ 
ING ON THE HEIGHT OF THE BALL 
AND ITS SPEED. 






The path to such complex 
animation routines is not an 
easy one, though, and as 
more is added to each suc¬ 
cessive FIFA , so the problems 
mount up. "One thing we 
have found with motion cap¬ 
ture," offers the animator, 

"is that it cap¬ 
tures even the 
smallest of 
detail. So if 
you do some¬ 
thing wrong - 
we noticed 
the actors 
were look¬ 
ing in the 
wrong direc¬ 
tion and 
were con- 
rentrating on 
leir feet and 


Admirable goals, but can 
the pair really be merged 
together to create 'true soc¬ 
cer.' Indicating a running 
skeleton on yet another SGi 
workstation he nods enthusi¬ 
astically. On screen, a wire¬ 
frame Ginola is running in a 
short loop wherein he reach¬ 
es a part of the screen before 
reappearing at his starting 
point. "David was captured 
doing a little run move, and 
what the animators have 
done is take the full 
move, and trimmed the 
sequence so it doesn't 
have a beginning or 
end," he explains. 

"The feature that sets it 
apart from other motion 
capture is the blending 
between moves, and most 
obvious way to demon- 


not how they would play in 
the game, for example - so 
we can tweak that and put 
them into the proper pose." 
Not before several hours 
worth of time-consuming 
capture had been wasted due 
to a player with a slight limp 
that only became apparent a 
























































few days later as the skeleton 
was pieced together. 

Bruce is typically enthusi¬ 
astic about this innovation, 
citing it as one of the major 
goals they have achieved, his 
enthusiasm is apparent as he 
states that "no run move or 
kick will look the same, 
because of all the different 
timings and plays." Brian 
jumps in at this point ever 
quick to point out technical 
features which will be lost to 
PlayStation owners who are 
too busy punting the ball 
around: "in different places, 
it (the motion software) will 
blend between the two 
moves, so if you start a walk 
animation with a kick, it plays 
two moves at the same time 
and cross checks between 
the two. It will then insti¬ 
gate the kick because it 
senses the button is 
depressed for the kick, 
and when the button 0 
is released, the 
checking stops and tells 
the CPU to start the kick 
immediately." Ordinarily, 
little touches like these are 
lost to people because, as 



FIFA '97 lives up to the many 
promises made by Bruce and 
his cohorts, there's no doubt¬ 
ing that the game really does 
attempt to cover all bases. 
With the players in action, 
Andy Gray and John Motson 
providing asides, and the 
cameras panning about in 
true Match of the Day style, 
the effect is rather pleasing. 
"We want animation so 
detailed it looks realistic 
enough so people playing it 
will know the system is there 
but take it for granted," says 
Brian. "I've been working on 
key movements like walking, 
jogging and running which 
are the key moves in any 
sports game, so its important 
they look smooth. The play¬ 
ers are animated at all times, 
and we've made an effort to 
keep the motion going all 
the time as we want to 
avoid a player coming to 
f the end of a move and 
just going end of move," 
which he emphasises with 
an impression of a puppet 
which has had its strings 
cut. Or an Actua Soccer 
player at the end of his ani- 



long as the game plays well, 
any clever jiggery-pokery is 
lost on me. That said, 
though, the animation does 
work seamlessly well, and the 
moves genuinely flow into 
each - and PlayStation own¬ 
ers will reap the rewards 
more thanks to an improved 
camera which now floats 
around play, but also show¬ 
cases the detail EA have 
spent months on. The fact 
that no one will notice his 
extensive work, though, is a 
fate Brian is quite happy 
about: "I always say that the 
best edited films are the ones 
where you can't see the 
cuts," he shrugs. 
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While only time will tell if 


mation block. 

Of course, all the team 
shirts, skin types and lighting 
effects still have to be 
crammed within the 
PlayStation's capabilities, 
and the constant program¬ 
mer gripe of the Sony 
machine's limited RAM space 
rears its familiar head. "We 
have used two approaches to 
beating memory-related 
problems," he continues. 
"One is to come up with com¬ 
pression techniques for the 
motion data, and the other is 
to do with the actual motion 
data itself. The motion data 
is captured at thirty frames 
per second, which is televi¬ 
sion standard, but with some 
tricks you can actually cut it 
down to 15 frames, and use 
tweening for the » 


Ginola was 

MADE TO PER¬ 
FORM VIRTU¬ 
ALLY EVERY 
CONCEIVABLE 
MOVES ASSO¬ 
CIATED WITH 
SOCCERFROM 
SLIDING TACK¬ 
LES TO HEAD¬ 
ING AND PASS¬ 
ING THE BALL. 


EAC CLAIM TO 
HAVE FINALLY 
GOTTEN TO 
CRIPS WITH 
GOAL KEEPER 
Alj WITH 
GOALKEEPERS 
TRYING TO 
CLOSE ANGLES 
NOW AS 
OPPOSED TO 
DIVING AT THE 
LAST MINUTE. 


TALKING HEADS: BAM GINBLA 

O ur first meeting with 
David Ginola was at 
EA's Langley-based 
motion-capture studio, 
where in the post-capture 
interview he was withdrawn 
and monosyllabic in his 
answers. This can probably 
now be attributed to the 
rumours of a potential move 
to Barcelona from Newcas¬ 
tle, with the French ace 
unwilling to talk about foot¬ 
ball. Second time around, 
though, Ginola isn't as reluctant - in fact, he is one of the 
nicest blokes I have met and while the photographer is 
snapping away, he is chatty and pleasant, and quite happy 
to play to the crowd. The night before, Newcastle beat 
Aston Villa 4-3 at St. James' Park, and he arrives fresh 
from a post-match meeting and only too conscious of 
their defensive weaknesses. 

David Ginola was born in the south of France, and 
moved to the capital to play for Paris St Germain. In this 
time, Ginola achieved what he believes is the highlight of 
his career so far: a European cup medal. He came to the 
UK in a £2.5 million transfer to Kevin Keegan's Newcastle 
side. One of the recurring themes in our conversation is of 
Ginola's family life. It is widely reported that his wife is 
not happy in England, following a much publicised bur¬ 
glary, but his affection for her and their young son are 
apparent - with Ginola sharing his passion for golf with 
his son, and admitting to losing frequently at Sonic the 
Hedgehog on the family Megadrive. "To be honest, it is 
nice for me to be recognised, to talk to journalists and to 
papers, but sometimes you need privacy," he reasons. 

"My wife says she'll be happy the day I stop playing foot¬ 
ball because I am never home; I'm never with her." He 
continues: "She knows it is important for me to play foot¬ 
ball and lead the life I do, but sometimes she will say to 
me 'it will be better when you decide to stop football, 
because then I will have you and only you for me and not 
for other people'." That obviously rules out a job in man¬ 
agement then? Apparently not: "I have some great ideas 
because I've met some different coaches in my life. I've 
seen some great mistakes and some great things, and I 
think I can be a good manager." But surely Mrs Ginola 
would be none too happy? He smiles: "If I said to my wife 
'I want to be a manager' she would say 'sign this. It's just 
a divorce, it's no problem. Au revoir!'." 

He is quick to dismiss the rumours of a proposed move 
to Barcelona, but when talking of Newcastle's form he is 
obviously very disappointed that they threw away their 
ten-point lead to let Manchester United sneak in and lift 
the trophy: "I think we're playing better now than earlier 
in the season," he says. "Last year we played with only 
one striker, this year we're playing with two and we've 
had to adapt for the new tactics. It's good, but we have to 
defend more and defend better because we will always 
have a lot of chances to score goals, but we also give away 
a lot of chances." So what is it like supplying crosses to 
£21 million pair Les Ferdinand and Alan Shearer? "They 
are two of the best strikers in Europe, maybe the world," 
he smiles, "but it's like Brazil in the Sixties when they say 
they have to score more goals than the other team. If we 
want to become a great team, we have to carry on scoring 
but defend better." Hmmm, a bit of a gripe with the Toon 
defence, then... 

With the interview over, David returns to the studio for 
a last few shots, and as we prepare we put on a tape in a 
nearby deck. Village People immediately burst into YMCA 
and Ginola starts going through the motions seen by so 
many beer-fuelled parties. He then goes into his Macerana 
routine before he is informed his car has arrived and he 
must leave. Shaking my hand, he wishes me well, tries to 
blag a PlayStation for his son, and leaves - proving in the 
process that not all the French are gits. 
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however, is always with a 
critical eye, and he keeps 
reiterating how he feels 
games are sold short for 
flashier graphics. 

"The thing to bear in mind 
is that we're not actually 
cheating this time," he 
states. "With a lot of games 
they cut corners. Look to the 
way Actua Soccer runs 
through animations and then 
stops as a perfect example. 
There's obviously a trade off 
to get all the animation in, 
but we think we've balanced 
it so it looks realistic but also 
plays at a suitably fast rate. 
The good thing about motion 
capture is that it captures the 
way the human bodyworks, 
which adds individuality. 

Your mind knows when some¬ 
thing doesn't quite look 
right, and there is a division 
where you know when its a 


f fSIH [ifrBE 

While the graphics are 
noticeably better than those 
of past footie games, the 
1997 edition of FIFA retains a 
number of features which 
make it a recognisable part of 
the series. Although it seems 
likely that the majority of 
Bruce and Brian's work will 
be ignored and that the ani¬ 
mation and attention to 
detail will be lost to the 
majority of people, they help 
raise it above the competi¬ 
tion and it certainly seems to 
be a step in the right direc¬ 
tion. All the camera angles 
from the first game are pre¬ 
sent, and initially things look 
very similar to the 1996 edi¬ 
tion. Until they move. 
Weather conditions now 
affect the way the ball 
moves, thus adding extra skill 


between frames." Tweening 
is a system common with the 
Amiga and PC machines, 
wherein if a programmer is 
developing a walking anima¬ 
tion, he can create four 
frames of movement for the 
main steps, but use specially- 
created software to create 
the steps in between. Brian 
goes on: "So, if you have cap¬ 
tured smooth motion, you 
can actually regenerate those 
in-between frames and only 
have every other one motion- 
captured. The only problem 
we have is horse power from 
the CPU to do it, and we have 
tests running now on the 
PlayStation version where 
we're rendering the motion 
data to run at roughly 35 
frames per second, and with 
everything seemingly work¬ 
ing fine, I don't think speed 
is going to be a problem." At 


I. ESTABLISHING SHOT 


2. SMALL STADIUM 

(Left) The light-sourcing 

ALTERS WITH THE WEATHER CON¬ 
DITIONS J WITH THE TOP SPRITE LIT 
IN RAINY CONDITIONS , AND THE 
ONE DIRECTLY BELOW REPRESENTS 
HOW THE SPRITES WILL LOOK IF 
FOG WERE PRESENT. 
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mm SHIRT OFF 
GINDLAS BACK! 

Our specially-shot cover 
features motion-capture 
star David Ginola in a shirt 
created specially for promo¬ 
tion of FIFA '97. The shirt is 
a complete one-off, and 
bears the Newcastle wing¬ 
er's name on the back, with 
his signature directly under¬ 
neath. There's only one of 
these available, and we are 
putting it up for grabs as a 
competition prize, to the 
person who can answer the 
following question: 

Who did David Cinola play for 
before signing to Newcastle? 

A. Real Madrid 

B. Paris St. Germaine 

C. Inter Milan 

Mark your entries 'Ginola 
Competition' and send them to 
the editorial address on Page 5 
to arrive before December 16th 
1995. 


this point Brian confesses 
that by adding the assorted 
shirts and detail, some of the 
smaller touches and moves of 
the motion capture are lost, 
but we're getting into 
minute details here and can 
forgive him for that. 


Spit 


SEE 


Talking to both Bruce and 
Brian, it would be easy to 
label their wishes for such 
attention to detail as obses¬ 
sive, but the pair are so 
enthusiastic it would be a 
massive injustice. Bruce is a 
massive fan of UK soccer, and 
feels that the PlayStation and 
PC versions of FIFA '97 are 
going to be the two machines 
where he can come the clos¬ 
est to recreating 'real' soccer 
moves and tactics. Yet, unlike 
so many other companies, he 
refuses to do down or under¬ 
estimate competition, pre¬ 
ferring to call titles like Hyper 
Formation Soccer' flawed' 
where we would just call 
them shite. Bruce's admira¬ 
tion of other footie game. 


real guy and when its not." 

As Bruce is saying this, a 50% 
complete version of FIFA '97 
is running on a PlayStation. 
Wandering over we stand 
and watch two artists put the 
sprites through their paces. 

In a rare entry to the world of 
fantasy, England are leading 
Germany 2-0 when a strange¬ 
ly pale Les Ferdinand ("he 
will be black in the final ver¬ 
sion," Bruce says quickly) 
weaves past a packed 
German defence and slots in 
a third from a rebound. As 
the ball slams into the net, I 
can't help but notice the net 
doesn't bulge. "All the poly¬ 
gon count has gone to the 
players," Bruce explains. 
"We've also cut down on 
the billboards this year, 
as billboards don't sell 
video games. The con¬ 
sumers want a fast 
game, so most of the 
detail is on the field with 
player kits and other such 
detail, and as a conse¬ 
quence net bulge may fall 
by the wayside." 


to anyone playing on a water¬ 
logged pitch using the 
'Expert' mode, and this also 
has a knock-on effect in that 
the goalkeeper behaves dif¬ 
ferently, preferring to punch 
a wet ball out of the box 
rather than risk dropping it 
because it's slippery, and 
injuries are also more rele¬ 
vant than before. 

If Bruce's team deliver, we 
could be finally playing a 
proper game of football on 
the PlayStation some time 
before Christmas. The 
Vancouver team were just 
beginning a nasty-sounding 
spate of all-night sessions as 
the players were coloured 
and kitted out in their shirts 
and shorts. By highlighting 
the Al and speed problems of 
past soccer games, it 
seems as if the FIFA '97 
team could have a new 
contender to the Play¬ 
Station soccer crown. But 
we'd hate to see the team 
bath with all one hundred 
of the FIFA '97 gang if they 
achieve their aim... 
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Release: November 


Company: Virgin 
Price: 


© onsider this. If 
Doom is the 
video game 
equivalent of 
^uentin Tarantino 
(violence and buckets of 
blood reign supreme) and 
Brain Dead 13 is analogous to 
Pamela Anderson (attractive 
to look at but arguably no 
substance whatsoever). 
Command and Conquer 
appears to be the binary ver¬ 
sion of Tom Hanks - admired 
by many and winner of count¬ 
less awards, even scooping 
the coveted Game of the Year 
accolade at this year's 

Joysticks ceremony. 
And while Tom was beaten 
to the podium this year it's 
looks like Command & 

Conquer could well go on to 
win for the second year run¬ 
ning. Indeed, the PC original 
has since spawned two add¬ 
on discs to much critical 
acclaim and now Command & 
Conquer is preparing to dev¬ 
astate the next generation 
consoles when it's released 
this Christmas. 

So the result of the battle 
is pretty much a foregone 
conclusion then. Surely a 
game of such pedigree can't 
fail to succeed, especially 
with the backing of software 
giants Virgin and the creative 
expertise of Las Vegas-based 


Players :1 
Genre: Strategy 


After achiev¬ 
ing CRITICAL 
ACCLAIM ON 
THE PCj 
Command & 
Conquer is 

AT LAST COM¬ 
ING TO THE 

PlayStation. 



developer Westwood behind 
the project. No, surely 
Command & Conquer already 
has victory within its sights. 
Feel sorry for the other 
wannabes then, who will be 
left flailing in its wake, or 
just forget the rest and con¬ 
centrate and what could easi¬ 
ly be the hottest PlayStation 
property this year. 




For the uninitiated. Command 
& Conquer is a captivating 


strategy game that combines 
elements of resource man¬ 
agement with engrossing 
gameplay and slick presenta¬ 
tion. It's essentially Sim City 
2000 with tanks, a modern- 
day Panzer General with more 
than double the excitement. 












































The basic idea of the game is 
such: build army; use army to 
explore landscape; locate 
enemy; destroy enemy. 

Okay, it's not quite that sim¬ 
ple, but that's the essential 
structure of the game. 

Set on a war-torn planet 
Earth, two opposing factions 
fight for control over various 
regions of the globe. On one 
side there are the good guys, 
the Global Defence Initiative, 
who are out to restore peace 
in this troubled land. And 
then there is the Brother¬ 
hood of NOD, the rebel army 
who stand for freedom and 
liberty. However, idealistic 
morals and human rights 
aren't the only reason for 
fighting - both sides are in 
desperate need of Tyberium, 
a rare mineral extracted from 
the ground that is used to 
fuel the factories which build 
the tools of war necessary to 
win this bloody battle. 

Players have the option of 
commanding either a GDI 
squadron or alternatively 
they can sign up for the 
Brotherhood of NOD, leading 
their army across the five 


continents in the vain hope 
of gradually wiping the 
opposition from the face of 
the planet. The PlayStation 
version of Command & 
Conquer boasts every mission 
from the original game as 
well as including the single¬ 
player sorties from the 
expansion disc Covert 
Operations. Better still are 
the dozen-or-so all-new lev¬ 
els unique to the PlayStation, 
making over fifty missions in 
total - more than 25 for both 
the GDI and NOD! 

___ 

The missions in Command & 

Conquer aren't all simple 
seek-and-destroy the enemy 
operations. Many are more 
complex, success depending 
on the assassination of a key 
military figure or the capture 
of an enemy building. Things 
start simply though. Initially 
you're given a mobile opera¬ 
tion base along with a hand¬ 
ful of troops and a couple of 
armoured cars with which to 
protect it. While the base 
camp is set up the cars can be 
used to scout out the sur- 


COUQUSKS 
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As the advance units trun¬ 
dle off the landing craft, 
the battle commences. The 
shoreline is protected by 
two gun turrets, however, 
and these have to be taken 
out by the patrolling mis¬ 
sile boat. 



With the camp up and run¬ 
ning, select the build option 
and start constructing a 
power plant. In the mean 
time back up the APCs with 
the two squads of foot 
troops, ordering them to 
attack the nearest unit. 



^ 4H 

Next, scout ahead with the 
two armoured personnel 
carriers, targeting the first 
handful of enemy troops 
which charge in to attack. 
Back at the beach, double¬ 
click on the base unit to set 
up camp. 



Place the power plant next 
to the command centre as 
soon as it's built, and so 
open up a load of new con¬ 
struction options in the 
process. From the build 
menu choose the option to 
design a barracks. 


Command & 
Conquer 
boasts over 
fifty mis¬ 
sions, divid¬ 
ed equally 
between the 
GDI and 
Brotherhood 
of NOD. The 
initial levels 
are far from 
taxing and 
serve as an 
introduction 
as opposed 
to a chal¬ 
lenge, giving 
rookie gen¬ 
erals a gen¬ 
tle entry into 
the world of 
global war¬ 
fare. 



Once built the barracks can 
be used to supply reinforce¬ 
ments. Simply select the 
minigunner and within sec¬ 
onds one will appear from 
nowhere. Create a group of 
five troops before sending 
them off to back up the 
remaining soldiers. 



By this point the enemy is 
weak and all that remains is 
to mop up the remaining 
troops and sit through the 
debriefing. Remember, 
extra points are earned by 
completing the mission effi¬ 
ciently and with the mini¬ 
mum of casualties. 


rounding land, an essential 
operation if success is to be 
achieved in the game. Why? 
In Command & Conquer you 
can only see the areas you've 




explored, the rest of the 
world is enshrouded in dark¬ 
ness, and therefore the 
boundaries of the front lines 
need to be gradually pushed 


Having 

SELECTED THE 
NEXT BATTLE 
ZONE FROM 
THE MAP, A 
BASE CAMP IS 
BUILT BEFORE 
SCOUT TROOPS 
ARE SENT OUT 
TOO EXPLORE. 

Don't go too 

FAR THOUGH, 
AS THE ENEMY 
COULD BE 
LURKING IN 
THE DARK- 
NESS, WAITING 
TO ATTACK. 
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Action- 

packed 

cutscenes 

FEATURE 

THROUGHOUT 

Command & 
Conquer, 

ADDING 
ATMOSPHERE 
AND GENERAL¬ 
LY MAKING THE 
GAME LOOK 
RATHER 
SMART. 





back to uncover the battle¬ 
field and ultimately the 
enemy encampment. 

Moving units is exception¬ 
ally easy thanks to the point- 
and-click control system, 
which has been modified to 
suit the joypad. A unit is 
highlighted simply by click¬ 
ing on it, and is then desig¬ 
nated a waypoint. The short¬ 
est route is automatically 
determined and then the unit 
moves out, passing around 
obstacles such as walls and 
woodland and using bridges 
and fords to cross rivers. 
Multiple units are selected 
by dragging a box around the 
appropriate squads and then 
issued identical orders, and 
can be assigned to to one of 
the joypad buttons thus 
speeding up the process of 
switching between units. 

Units can also be assigned to 
attack an enemy, the move¬ 
ment cursor automatically 
changing to a target cross¬ 
hair should an enemy move 
into range. 

However, even if a tank or 
soldier isn't issued with the 
order to attack, they will still 
react to the presence of the 
enemy. Each of the units is 
intelligent and will automati¬ 
cally open fire on a threat 

OU T WITH.IMHE _ 

Command & Conquer is one 
of the few games to use 
FMV sequences effectively. 
Some of the cutscenes are 
quite literally stunning, 
using a mixture of rendered 
images and blue-screened 
actors. The result is breath¬ 
taking, as tanks roll effort¬ 
lessly over the rocky terrain 
and buildings explode under 
a hail of gun-fire. Who said 
war isn't fun? 


should it stray too close. 
Groups can also be assigned 
to protect friendly buildings 
and unarmed vehicles like the 
Tyberium harvesters, staying 
close and only retaliating 
when and if the prone target 
is attacked. 

Bdjj MMra is 

While the war rages else¬ 
where back at base camp 
things are much quieter. On 
its own, an HQ is of little use, 
and before production can 
begin on units, a power plant 
must be constructed. This 
takes time and money, a lux¬ 
ury not available to players 
later in the game. 

The construction of the 
power plants opens up a load 
of other building options, 
including a Tyberium refinery 
and a barracks. The refinery 
provides an army's main 
source of income, harvesting 
Tyberium which is then 
exchanged for credits. The 
barracks are used to produce 
extra troops which again 
costs time and money. 

Reinforcements are a 
necessity though, both to 
replace soldiers killed in com¬ 
bat and also to build up a 
stock of troops with which to 




This is the Mammoth tank, 

THE HEAVIEST (AND MOST EXPEN¬ 
SIVE) WEAPON AVAILABLE TO THE 

GDI. Beware. 


Scout bikes are extremely 

FAST BUT ARE RELATIVELY 
WEEDY. They ARE EQUIPPED 
WITH ROCKET LAUNCHERS. 



protect the base. Minigun¬ 
ners are the cheapest grunts 
on offer, while grenade 
throwers and soldiers 
equipped with rocket launch¬ 
ers are far more costly. The 
most expensive troop type is 
the engineer, who is not 
armed but can capture an 
enemy building just by run¬ 
ning inside. 

Armoured vehicles and 
tanks are not available until 
much later in the game, once 
a factory has been construct¬ 
ed. Depending on resources 
anything from a scout bike to 
a mobile rocket launcher is 
available, as well as gun nests 
which can be placed along 
the perimeter of the base to 
guard against invaders. 

Although essentially very 
similar the exact forces avail¬ 
able differ between the GDI 
and NOD armies. The Global 
Defence Initiative can build 
light tanks armed with heavy 
machine guns while the NOD 
equivalent is the flame tank, 
a sluggish armoured car that 
is perfect for torching ranks 
of troops. NOD also relies 
heavily on air drops, waiting 
for supplies to be brought in 
by huge transport aircraft, 
while the GDI construct pur¬ 
pose-built factories to cope 
with supply demands. 


wimuw 

To complement 
Command & 
Conquer 's 
compelling 
gameplay, 
Westwood 


has gone to great lengths to 
ensure the presentation is 
second to none. As such, the 
in-game graphics, though 
small, are extremely detailed 
and realistic. The attention 
to is quite superb, with tank 
turrets revolving to face their 
target and even the tiny 
lights flashing on factory 
doors as the the Tyberium is 
being refined. Even the 
troops are well animated, 
sneaking along the ground 
when danger is near and 
doing press-ups if they 
haven't been issued orders! 

The soundtrack is excep¬ 
tional as well, but most 
impressive of all are the 
cutscenes that feature 
throughout. Used to explain 
mission objectives and also 
to visualise the player's 
progress, they are action- 
packed and often spectacu¬ 
lar. What with Soviet Strike's 
slick cutscenes, it appears 
that FMV sequences are 
finally proving their worth - 
in Command & Conquer not 
only do they look awesome, 
they add atmosphere to what 
promises to be one hell of 
great game. 
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Batman 
Forever iyas 

NOT THAT BAD, 
WHATEVER 
SOME PEOPLE 
MAY TELL YOU , 
AND IT CAN BE 
PICKED UP 
VERY CHEAPLY 
ON VIDEO. 

There are 

ALWAYS LOADS 
OF NEW 
COMICS AND 
SPIN-OFFS 
COMING OUT 
AS WELL. 



Release: TBA 
Company : Acclaim 
Price: £44.95 
Players: 1-2 
Genre: Beat 'em up 


atman - The 
i Arcade is a con- 
) version of the 
r arcade game of 
F the Batman 
Forever film. It's just a big 
excuse for a Final Fight style 
rumble. You choose either 
Batman or Robin to defeat 



The Riddler and Two-Face by 
punching lots of their min¬ 
ions. As in the original film, 
the plot is something to do 
with The Riddler and Two- 
Face teaming up so they can 
control the world by putting 
a special box on everybody’s' 
television. Anyway, Batman 
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BOSS 

BASHING 

FOB 

BFEIHHFBS 

The bosses 
are by far the 
trickiest 
parts of 
Batman - The 
Arcade. 

Here's a 
quick run 
down on 
some of the 
meanest. 



NICK 8 BlABt: 

Alongside Flex, these are the 
first bosses you meet, and 
they live at the end of the 
club level. Blade is a lady (the 
one in blue), and Nick is a 
feller. Blade is the trickier of 
the two, but throw Nick into 
her and kill two birds with 
one stone. Now move onto 
dealing with Flex. 


fUK: 

Despite his highly aggressive 
stance. Flex is not a massively 
tricky boss to defeat. 
However, once he gets start¬ 
ed on you it's very hard to get 
him to stop and you take a lot 
of damage. Remember, it's a 
nightclub, so try to impress 
the crowd with your groovy 
Kung Fu moves. 


TASStl: 

Tassel is very hard indeed. 
Use your flying kick on him, 
and be sure to get out of his 
way if it looks like he's going 
to punch you. If he gets one 
in, chances are he'll get in a 
load of others too. There are 
lots on blunt objects lying 
around to thump him back 
with, though. 



and his new sidekick Robin 
are on a mission to halt their 
evil plan. If our heroes don't 
succeed then the entire tele¬ 
vision watching population 
of the planet will be turned 
into jelly brained vegetables. 

This arcade conversion 
faithfully recreates every¬ 
thing about the original coin¬ 
op, while adding more diffi¬ 
culty levels and memory card 
options. There haven't been 
many other horizontally 
scrolling beat 'em ups on the 
PlayStation, so Batman - The 
Arcade appears to have the 
field to itself. However, it 
will have to compete with the 



mamtBRIBOUN: 

These guys aren't bosses till 
the very end of the game, but 
they do make appearances 
throughout. When they crash 
the party, well-armed, Two- 
Face tries to shoot you. 
However, the Riddler is just 
there to be highly irritating. 
And you can't hit either of 
them. Hmmph. 






















formidable range of one-on 
one beat 'em ups the 
PlayStation has to offer. 



As Batman and Robin move 
across the horizontally 
scrolling landscape, they are 
accosted by a variety of 
thugs henchmen and killer 
robots. There are two attack 
buttons, one for punching 
and one for kicking, and by 
using these they can swiftly 
deal with the assorted rogues 
that cross their paths. As 
each hit connects with your 
unlucky victim a sign flashes 
up telling you how much of 
their energy has been 
removed. An alternative to 
just punching and kicking is 
simply to walk up to them, 
grab hold of them and smack¬ 
ing them about. If they sur¬ 
vive you initial assault you 
can then chuck them back to 
their colleagues, injuring 
both parties in the process. 

As you get rid of them, 
they drop little Bat-logos. 
These help you power up 
(easy to spot, as each of them 
has "Power Up" written by it 



in big letters), and when you 
have filled your power bar 
(the purple bar underneath 
the health bar at the top of 
the screen) you get some sort 
of offensive weapon, ranging 
from grenades to the ability 
to swing all over the place 
duffing people up using the 
grappling hook. All the 
weapons and the power up 
sequence itself have some 
very pretty graphical effect, 
and the PlayStation's sprite 




BUISStRRUPPtR: 

The androids are equipped 
with all sorts of high-tech 
electric shock-inducing 
weaponry. So as long as you 
avoid all that then, they 
aren't too much problem. 
And although they look 
exceptionally tough on the 
outside, in reality they are 
quite easy to defeat. 



HtllCRPTlR: 

This boss takes up a whole 
level. You have to deal with 
the thugs in the foreground 
as well as using your power- 
ups on the helicopter. What 
is more you can only shoot it 
when the "shoot now" sign is 
up. The helicopter also tries 
to perforate you with its 
great big machine guns. 


I 



BOUTIQU 


(Left) 

Batman has 

JUST BEEN RUN 
OVER BY A CAR. 
I'M SURE THAT 
WASN'T IN THE 
FILM. YOU CAN 
CLEARLY SEE 
SOME POWER- 
UPS HERE TOO 
- THEYARE 
CONVENIENTLY 
MARKED. 




manipulation abilities are 
well used throughout. The 
sounds are impressive too, 
with Batman growling 
"power up" every time you 
fill your bar. 

There are a number of 
other power ups to collect 
that are just lying on the 
ground. These are more var¬ 
ied, and include heath 
bonuses as well as weapons 
such as the Batarang. You 
can also pick up certain 




FIATHIR S STIVE: 

These two guys are very 
tricky as well. However, if 
you utilise the convenient 
pile of explosive barrels in 
the background a la Doom, 
then you can get rid of most 
of their energy very quickly 
indeed. Remember, once 
they start on you it can get 
quite hairy. 


SHEAR 8 SPICt: 

Sugar and Spice are a couple 
of Two-Face's female associ¬ 
ates. Despite their 
demeanour, they are surpris¬ 
ingly rough and tough for 
such a couple of cuties, so 
you have to remain on your 
guard, and always make full 
use of any power-ups that 
happen to come your way. 
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POWER- 

UP! 

When you 
get enough 
of those lit¬ 
tle Bat-sym¬ 
bols you 
"power up!" 

and are 
treated to an 
impressive 
array of 
effects. 




background objects, like 
chunks of concrete and 
explosive barrels, and chuck 
them at a group of enemies, 
knocking them senseless. 
This is handy as you don't 
have to endanger yourself by 
getting close to them and 
risking being punched - and 
make sure you aren't too 
close when those explosive 
barrels go off, as they can 
injure you too. 


Z2aP! 


The opposing legions have 
also got weapons of their 
own, including machine guns, 
chains, and even cars and 
bikes. At the end of each 
level there is a boss, which is 
sometimes just an extra 
tough baddie, but could also 
be a pair of bodyguard 
robots and even on one stage 
a helicopter that attempt to 
fill you full of lead. On this 
stage you have to use your 
power-ups to shoot it. If you 
manage to get in enough 
direct hits it then falls flam¬ 
ing from the sky. 

There are some very clever 
sprite scaling tricks, enabling 
you to throw baddies into 
and out of the screen, and 
there are some mystery 
bonuses that shrink all of the 



bad guys on the screen to a 
tiny fraction of their former 
size. However, this can also 
happen to you if you pick up 
the wrong power up. This 
really doesn't make a lot of 
difference, though, as you 
can still give the baddies a 
good duffing over despite 
your minute size. 

Batman and Robin both 
have different moves and 
characteristics, so if you are 
finding Batman a bit slow, 
after you have used another 
continue, you can change 
into the speedy Robin. 
Conversely if you are finding 
Robin a bit weedy you can 
switch to the nails Batman. In 
two player mode you are not 
limited to just one Batman 
and one Robin either. If you 
so fancy you could have one 
of each, and the duplicate's 
costume changes colour so 
you can tell the difference 
between them. At the 
moment the Robin character 
seems to be the best charac¬ 
ter to play, but as this version 
isn't finished anything could 
happen between this code 
and the final game. 


Sha-Boom! 


The game doesn't exactly fol¬ 
low the plot of the film very 



closely. The first level is 
based in a rough part of 
Gotham City, where various 
hoodlums and gangsters take 
offence to Batman and 
Robin's unusual garb. On this 
level you are given the 
chance to get used to the 
controls and the various ways 
of incapacitating your oppo¬ 
nents. Soon though the 
enemy are using more than 
just unarmed blokes, and 
eventually you have to avoid 
motor vehicles careering all 
over the shop. 

As you fight your way 
through the levels the 
amount of enemies and also 
their number increases so 
that by the final stages 
Batman and Robin are lucky 
to just survive. 

Being the only horizontally 
scrolling beat 'em up on the 
PlayStation Batman - The 
Arcade will, by default, be 
the leader in its particular 
field. Only time will tell if it 
can compete with the likes of 
Tekken 2, Street Fighter Alpha 
2 and Mortal Kombat Trilogy. 

If you're a Batman fan, 
then you've probably been 
sold already - perhaps sur¬ 
prisingly this is also the only 
game to feature the Dark 
Knight on the PlayStation. 
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In true comic strip form , 

HERE ARE SOME FURTHER 
ADVENTURES OF BATMAN. 

There is no sign of Robin, 
though. What a pity. 





























CAPTURE 


“A perfect combination of 



destruction, filthy cunning and devilish 



humour make this one of the best 2 


?S] 

player games ever made.” 



C&VG 5 OUT OF 5 



“Pure playability.” 
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3D montage of polygons and 
scaled sprites, thus combin¬ 
ing the platform/overhead/ 
tunnel bits into one experi¬ 
ence. The strengths of the 
PlayStation means that now 
any features that Konami's 
designers could only dream 
of a few years ago are finally 
a reality. 

The action takes place 
from a fixed behind and not- 
quite overhead view (take a 
look at the screen shots if 
you haven't the faintest idea 
of what I'm on about), and 
your little marine bloke or 
bloke-ess can run about all 
over the place, as well as 
jumping, lying down (to duck 
bullets), and shooting lots 
and lots. As you move past 
the taller parts of the land¬ 
scape, they partially obscure 
your view and it's all very 
sexy and clever. Another new 
addition is two control meth¬ 
ods that you can switch 
between at will. With the 
default control method you 
simply shoot in whatever 
direction your character hap¬ 
pens to be facing when you 
press the fire button. 


mmmm 


When the first Contra coin-op (and subsequent conversions) 
were released in the UK the name was changed to Cryzor to 
avoid political ructions. While Cryzor may not be a particu¬ 
larly memorable name for a game, it's certainly better than 
the awful Probotector moniker which is what Contra was 
called for its NES incarnation. The protagonists in this ver¬ 
sion were now robots, and the main character sprites were 
changed accordingly. This was also the case in the SNES and 
Megadrive versions which came out just a few years ago. 
Now it seems Konami are prepared to release Contra in the 
UK with its original appellation. Prepare for riots in the 
streets and chaos. Perhaps not, eh? 


he Contra 
i /Probotector 
| series is one of 
r the longest run¬ 
ning series of 
games ever. It was all started 
about a decade ago by 
Konami's Contra/Cryzor coin¬ 
op. That game was a shoot 
'em up that, at the time, was 
very sophisticated indeed. 
The levels alternated be¬ 
tween side on view horizon¬ 
tally scrolling platform/ 
shoot 'em up action, and 
pseudo-3D tunnel explo¬ 
ration. There were loads of 
power-ups and it was hugely 
popular and spawned a for¬ 
mat spanning saga that 
PlayStation Contra is the lat¬ 
est addition to. Over the 
years there have been plenty 
of changes to the style of the 
game, with rotating over¬ 
head view levels introduced 
on the SNES version of the 
game, and now the whole 
blooming thing is a gigantic 


Bubba kicks 

ALIEN BACK¬ 
SIDE ON THE 
FIRST LEVEL. 
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Release: TBA 
Company: Konami 
Price : £44.95 
Players: 1-2 
Genre : Shoot'em up 


Eteaa 

By pressing LI or R1 you 
immediately switch to the 
second control method. In 
this mode when you hold 


CMMBMU _ 

When the US SNES and Megadrive Contra games were 
imported, there was no massive outcry from anyone... so 
why were the names still changed? Hopefully this incarna¬ 
tion of Contra will remain unchanged for its UK version. 











































down the fire button you 
keep shooting in that direc¬ 
tion until you let go of the 
fire button. This means that 
you can run away screaming 
and still kill the baddies. 
Hurrah! It's certainly a mas¬ 
sive improvement over last 
month's Konami game Project 
Overkill's muddled control 
method. Combined with your 
character's agility in other 
areas - and, yes, a large arse¬ 
nal - you really have the abil¬ 
ity to cause widespread car¬ 
nage. Now all you need is a 
vast alien army with an amaz¬ 
ing array of hi-tech weaponry 
and vehicles to blow up. 

How convenient. It appears 
that Earth has once again 
been invaded by a vast alien 
army and once again your 
crack squad of commandos 
are the only ones who can 
save the planet. Not only are 


going back and getting it. 
Needless to say, it's very 
tricky. Also there is no choice 
of path, so to get through 
each level you have to face 
every single monster and haz¬ 
ard. Even on the easiest of 
the difficulty levels, it takes 
concentration and skill to 
make it past some of the 
trickier sections. Handily you 
are supplied with a fistful of 
continues, and you can also 
save your game to memory 
card after each level. Bearing 
in mind how hard this game is 
that is a very welcome addi¬ 
tion. Between each of the lev¬ 
els a map charts you progress 
through the game world, 
entirely properly with an 
Indiana Jones style red line. 



The first world it your stan¬ 
dard devastated city, which 
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This tank 


shoot YOU 


WITH A JET OF 


FLAME, SO 

CD -288 


DECIDES TO 


FIGHT FIRE- 


QUITE LITERAL- 


When this jet 

DROPS BOMBS 
ON YOU, 
THERE IS VERY 
LITTLE YOU 
CAN DO 
ABOUT IT. 
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there a million foot soldiers 
ready to blow you away, but 
there are giant mutant alien 
insects, napalm dropping 
spacecraft, flame-throwing 
tanks (possibly renegades 
from Command & Conquer ), 
and a hundred other assorted 
evil entities. Unlike the foot 
soldiers, these foes cannot be 
dispatched with a single shot. 
It takes a large amount of 
firepower to destroy them, 
and it's a bit like having ten 
bosses on each level. The lev¬ 
els are structured in such a 
way that you can't go back 
over ground you have already 
travelled, so if you have 
missed a bonus there is no 



as been fortified as some sort 
of enemy base. As soon as 
you start enemy soldiers pour 
onto the screen. These oppo¬ 
nents are swiftly dealt with 
by your first, yet surprisingly 
powerful, gun - a fast firing 
plasma gun affair. As you 
progress through the levels 
you obtain more weapons by 
shooting sparkling floaty 
eagle heads. When you have 
blown these bizarre items to 
the ground you can collect 
them. You can also find other 
power-ups around the levels, 
and some are hidden in 
destructible pieces of 
scenery. Extra lives, shields, 
and big bombs are yours for 



the taking. The bombs are 
grenade style devices, which 
cause large amounts of dam¬ 
age when utilised by your 
character. These bonuses are 
almost an essential require¬ 
ment for the completion of 
each level, so searching out 
all the hidden bits on each 
stage is a worthwhile exer¬ 
cise. As you continue tra¬ 
versing the first stage you 
encounter gun turrets that 
pop out of the ground (and 
then hide again when you try 
to shoot them), jet packing 
soldiers who you have to 
jump up to shoot, and other 
assorted offensive menaces. 

The end of level guardian is 



a flying saucer like craft, 
which inexplicably turns into 
a platform for you to use 
when you destroy it. Weird. 

The second level is a jungle 
zone, and is heavily reminis¬ 
cent of also those Platoon/ 
Ikari Warriors/Operation Wolf 
type shoot 'em ups of yore. 
The lush foliage conceals hid¬ 
ing enemy troops and strange 
sliding enemy creatures, and 
later on in the level you can 
encounter small camouflaged 
tanks and a horrible trilobite 
robot who is takes very little 
damage when attacked head 
on. You can also explore 
Aztec ruins and must battle a 
very tough giant armoured 
turtle, who breathes flames. 

The third level is a water 
based area, and you are 
required to use a raft and 
later a heavily armed pon¬ 
toon. In this stage abandoned 
chunks of rubbish sponta¬ 
neously combine to form hos¬ 
tile garbage monsters. By this 
point the game is so testing 
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TECHHOIOGY 
MARCHES FORWARD 

Well, not forward exactly. 
Back to the fantastic Fifties 
in fact. Contra utilises 3D 
glasses to make the game 
leap out of the screen, 
which apparently totally 
immerses you in a truly 
believable 3D environment. 
Actually it makes things a 
bit tricky to make out, and 
may give you a headache if 
you play it for long enough. 
Unfortunately we couldn't 
take any pictures of the spe¬ 
cial 3D mode, so you will 
have to play the game your¬ 
self to experience it. 

HOW no THEY on 
THAT? 

If you are unfamiliar with 
the wonder of 3D technolo¬ 
gy, allow PlayStation Plus to 
enlighten you. Rather than 
using the original full colour 
picture, a monochrome ver¬ 
sion is used. A red tinted 
version and a blue tinted 
version are overlaid, but to 
give the impression of depth 
they are placed apart slight¬ 
ly, the distance varying with 
how far the away particular 
object is. 
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THE GUYS WITH THE CUNS 


BUBBA 

A strange alien who is on the 
Earth peoples' side. He's got 
some good guns, but he 
looks very odd indeed. 



CB-2BB 

This catchally named robot 
is faster than you'd think, 
and one of his arms is a 
bloomin' huge gun. Handy. 



BAY 

The regular bloke. I reckon 
he's the best character, but 
there is nothing particularly 
exiting about him. 



YASHA 

Tasha has got very long hair 
and a massive helmet. Here 
she is dresses in a fetching 
blue and red number. 



you may well explode. Contra 
isn't for inexperienced games 
players or people who have 
some trouble with trickier 
games and fast action. 



Thank goodness forthe 
simultaneous two player 
mode. With two people 
bashing away not only is it 
easier to decimate the enemy 
but you can also partake in 
macho banter with your part¬ 
ner. There are four characters 
to choose from, each having 
slightly different weapons 
and speed of running. They 
are the usual combination of 
a standard bloke, a standard 
bird, a robot and an alien. It 
is best to experiment to see 
which one you like best, but 
the regular bloke seems to be 
the best all rounder. 

They all have four weapons 
(the first two always being a 



(Left) Here 
Tasha has 

DISCOVERED A 
VERY USEFUL 
SHIELD ICON. 

This allows 

YOU TO DO 
JUSTABOUT 
ANYTHING 
(BAR FALLING 
INTO WATER 
OR SOME¬ 
THING) WITH¬ 
OUT EVEN 
BEING HURT. 

(Right) The 
map. 

plasma gun and a flame 
thrower), but the regular 
bloke's homing laser is my 
favourite. It automatically 
locks on to the biggest threat 
to which is approaching him, 
and fries it with its red, 
spaghetti-like strings. 

The girl has a gun that 
shoots lightning which is also 
very good, and her homing 
weapon shoots plasma balls 
that circle round her until 
there is something for them 
to lock on to. 

The robot has a gun that 
launches shrapnel containing 
rockets, and the alien has a 
homing plasma gun and a non 


homing laser. 

Thankfully when you lose a 
life the characters retain all 
their weapons, so you still 
stand a chance against the 
enemy hordes. Unfortunately 
when you finish a level you 
throw away your extra 
weapons for some reason. 

Contra certainly looks like 
it's will be worth waiting for, 
but it will face severe compe¬ 
tition from the likes of 
Reloaded though. If Konami 
can inject Contra with a high 
level of variety and lasting 
interest, then the Reloaded/ 
Contra battle will be a very 
interesting one to observe. 
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pie kicking each other very 
hard in the head is, frankly, 
any body's guess. 


Syisl 


There are nine characters that 
you can choose to control. 
They are Hayoto, Earth's hero 
and top plasma sword bloke; 
Zelkin, a big bird bloke - with 
wings; June, the "cute" token 
girl (weak but fast etc.); Sat¬ 
urn, the camp green yo-yo 
wielding clown; Gamof, the 
gigantic cuddly Ewok look 
alike; Gerelt the mousta¬ 
chioed swashbuckler; Rigmal 
the Primal Ragesque 
dinosaur; Vector the chunky 
robot and Gore, the (appar¬ 
ently) Indonesian psychic. 
They would be a crazy old 
bunch by themselves all right, 
but there is also Bilstein the 
evil mastermind as a non- 
selectable boss. The charac¬ 
ters are made up of texture 
mapped polygons and they 
all look great and move very 
nicely. They all have proper 
shadows, and the back¬ 
grounds look fantastic, with 
top animations all over the 
place. Also some of the areas 
are different shapes which 
subtly alters the way the 
game is played. 


HiWmS 

Star Gladiator begins with 
a swish FMV intro which 
shows Bilstein's attempt 
at conquering the uni¬ 
verse and then introduces 
all the characters. The 
first four (Hayato, June, 
Saturn and Gamof) are 
the heroes, and Zelkin, 
Gerelt, Rimgal, Vector 
and Gore are all baddies 
(despite Gore's cute ear 
twirling antics). 


The upper¬ 
most of 

THESE PIC¬ 
TURES SHOWS 

Bilstein 

ATTEMPTING 
TO CONQUER 
THE UNIVERSE 
IN HIS OWN 
INIMITABLE 
STYLE. The 
OTHERS SHOW 
THE GAME 

proper. They 

ALL LOOK 
NICE, THOUGH. 


fter years of 
dominating the 
2D beat 'em up 
:ene with the 
Street Fighter series and its 
spin-offs, Capcom have now 
unveiled the PlayStation ver¬ 
sion of Star Gladiator - their 
first foray into the 3D beat 
'em up arena. We have a 
while to wait before we see a 
3D Street Fighter game, and 
until then we will just have to 
make do with Star Gladiator. 
Can it possibly achieve the 
phenomenal success of the 
Street Fighter 2? 

Rather unusually. Star 
Gladiator has a (relatively) 
complex plot for a beat 'em 
up. Apparently by the year 
2348 we will all live in space 


and made contact with aliens 
and all off that sort of thing. 
The Nobel prize-winning sci¬ 
entist Edward Bilstien uncov¬ 
ers humanity's sixth sense, 
and discovers how to use it as 
a power source called Plasma 
Power. Anyway, he goes a bit 
mad and tries to take over 
the Earth, but gets caught 
and imprisoned in a satellite. 
Over the next six years he 
somehow manages to build 
himself a robot body and 
escapes from his cell. He gets 
back in touch with all his old 
chums and gives the Earth 
takeover thing another go, so 
the "Earth Federation" gets a 
bunch of good guys together 
to defeat him. What on Earth 
this has to do with two peo- 


Hayato has just received a 

RIGHT POUNDING AND NO MIS¬ 
TAKE. He'll have to watch out 

IF HE DOESN'T WANT TO BE 
PUSHED OUT OF THE RING. 

Rather than being 
unarmed, as in most beat 'em 
ups, each character has a dif¬ 
ferent weapon, ranging from 
a hoop, in June's case, to 
something a bit more exiting 
for Hayoto and Gerelt... 
lightsabres. Yes, lightsabres. 
They make the same turning 
on noise as they do in Star 
Wars and they are absolutely 
fantastic. They glow too, as 
do all the other "plasma pow¬ 
ered" weapons in the game, 
and it looks very nice. The 
attack buttons are simpler 
than in Street Fighter 2, which 
used a massive six buttons for 
attacking (three punch and 
three kick buttons of varying 
strength). Here there are two 
buttons for weapon attacks, 
one for kicking, and a guard 
button, which you can also 
use to roll nicely out of the 
way of attacks. 

Star Gladiator is actually 
proper 3D, unlike Sega's 
Virtua Fighter , and this is 
important to remember when 
playing, as you may acciden¬ 
tally roll off the side. 


Rigmal is a scary dinosaur, 

AND IS FIGHTING WITH THE 
FORCES OF EVIL BECAUSE HE HAS 
NOTHING BETTER TO DO. 
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cm mum 

Like Street Fighter 2 there are spec! al super powerful finishing formed correctly, but be warned, they take a lot of skill to 

moves. These cause a massive amount of damage is per- pull off against an experienced opponent. 



Here's Core up against 
Vector. Little does Vector 

KNOW OF THE TERRIBLE POWER 

Core's about to unleash. 



Now it's Core's turn to get 

BASHED UP, AND HAYOTO IS THE 
ONE DOING THE BASHING. HOPE 
HIS INSURANCE IS PAID UP... 



Oh dear. Saturn has just 

ACCUSED CERELT OF DRINKING 
GIRLS'DRINKS OUT OF A GIRLS' 
GLASS. UH-OH. 


The special moves are pulled 
off in a similar fashion to 
Street Fighter 2 - generally 
several pushes on the joypad 
and then a few button press¬ 
es. One of the best is for 



With the sequence of attacks 

COMPLETE, VECTOR HAS ALREADY 
SUFFERED QUITE A BIT OF DAM¬ 
AGE. Things are looking good. 



Hayato launches into a flurry 

OF SWORD ATTACKS, FINISHING 
OFF WITH SOME KICKS. CORE 
NEVER KNEW WHAT HIT HIM. 



OoyahI "Have at thee!" cries 

THE MUSTACIOED PONCE AS HE 

smacks Saturn with his 
sword. Or is it a foil? 


Hayato. Simply push down on 
the Dpad three times in a row 
and he enlarges his sword to 
about twice its original size. 
You can also still throw your 
enemies if you get close 
enough to them. However, 
there are now even more spe¬ 



Blam! Core smashes him with 

A SUPER POWERFUL STRIKE, AND 
HE'S LOOKING BAD. LITTLE DOES 
HE KNOW WHAT'S NEXT. 



Now Hayato zaps Core with a 

LOAD OF ELECTRICITY, IMMOBILIS¬ 
ING AND HURTING HIM. WATCH 

out Core. Things look bad. 



Cerelt has activated his final 
move, and Saturn is still reel¬ 
ing FROM HIS PREVIOUS ATTACKS. 

Poor blighter. 


cial plasma specials that 
require the attack buttons to 
be pushed in a certain order 
to activate. Whenever you 
press an attack button it 
comes up on the plasma bar. 
If you press the buttons in 
the correct order they fill the 



Ker-blimey! Core's turned 

INTO A GIANT AND GIVES HIM 
THE WALLOPING OF HIS LIFE. 

Serves him right. 



Core now gets run through 

BY HAYOTO'S LIGHT SABRE, AND 
HE'S PRETTY SCUPPERED AND 
THAT'S PUTTING IT MILDLY. 



After being stabbed in the 

STOMACH ABOUT S3 TIMES 

Saturn lies down for a bit. 
Understandable, really. 


bar up, but one wrong button 
and the plasma bar is emp¬ 
tied and you have to start 
again. The further you get up 
the plasma bar the more 
impressive the moves 
become, and if you fill the 
entire bar and press the right 



Core is an "Indonesian 
Psychic". Good lord. He can 

GROW VERY BIG, AND DOES EVIL 
THINGS WITH HIS STAFF. 



Cerelt is a top fencing bloke, 

WHO LIKES TO SHOW OFF HIS 
HAIRY CHEST. He ALSO HAS A 
MUSTACHE, AND LONG HAIR. 



Saturn is a blue cone-headed 

ALIEN WHO GRINS A LOT AND IS 

camp. His earrings alone are 

INCREDIBLE. CRAZY CLOTHES TOO. 
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June is the token girl, who 

WILL PROBABLY TURN OUT TO BE 

Hayato's love interest. Or 
sister. Or proctologist. 



FIRST SIGHT 
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Zelkin tells a joke about big 

HAIRY MONSTERS, AND CAMOF 
TAKES OFFENSE. AS HE'S COTAN 
AXE THINGS COULD GET MESSY. 


Perhaps last week Hayato let 

OUT ALL THE AIR IN RlMCAL'S CAR 

tyres. Understandably Rimgal 

NOW SEEKS VENGEANCE. 


CERELT IS JUST STANDING 
AROUND HANDS ON HIPS LOOKING 
A BIT FOPPISH, SO SATURN 
SNEAKS UP BEHIND HIM. 


Swoosh! Motion blur aplenty 

AS CAMOF ANGRILY TAKES HIS 
REVENGE FOR YEARS OF VERBAL 

abuse on Zelkin. 


Oh my word! Camof crabs 
poor Zelkin by the scruff of 

THE NECK AND BASHES AWAY ON 
HIS BONCE. 


Argh! Hayato gets large 

CHUNKS BITTEN OUT OF HIM BY 
THE ANGRY DINOSAUR. THAT 
LIGHTSABRE IS NO USE NOW. 


Not one to miss a trick, 
Saturn activates his final 

ATTACK WITH AN ULTRA POWER¬ 
FUL MOVE 


And he certainly is something 

OF A DIRTY FIGHTER. He'S EVEN 
COTA STICK WITH SOMEONE'S 
SKULL ON THE END. 


CERELT GETS KNOCKED DOWN BY 

Saturn's yo-yos, and then 

GETS DANCED ON. HUMILIATING 
TO SAY THE LEAST. 


Job done Camof stands with 

LEGS APART, DARING ANY ONE 
ELSE TO CALL HIM ”A SECOND- 
RATE WOOKIE." 


Whoop... And Cerelt gets 

SHOT UP INTO THE AIR BY THE 
SUPREME POWER OF SATURN'S 
CHARGED YO-YO. 


HOW GRUESOME. RlMGAL TURNS 

Hayato upside down and bites 

HIM BETWEEN THE LEGS. 

Probably quite painful. 


button you initiate a super 
attack that does loads of 
damage. Some of these 
attacks look amazing, and 
utilise the comedy potential 
of using polygons. Yes 
indeed - giant fists and char¬ 
acters who grow to ten times 
their original size are in 
abundance here. There are 
also what are known as 
"counter" moves. These 
make you flash blue for a 


split second, and if your 
opponent hits you while you 
are flashing you do a special 
move on them. All this may 
sound rather complex but in 
practice it is quite intuitive. 



After playing this for just a 
short time that you realise 
this is probably going to be 
the best one on one fighting 
game ever in the history of all 


things. It certainly makes the 
slowed down PAL Tekken 2 
look a bit sorry, and if the 
one player mode is any cop (a 
dead cert as long as they 
bung some decent Al and a 
not impossibly difficult boss 
in), and the PAL code is rea¬ 
sonably fast, this will easily 
be the best fighting game 
you can buy. 

However, as the old saying 
goes, there's many a slip 


twixt cup and sip - we'll have 
to wait for a finished code 


before hurling too many bou¬ 
quets into the fighting arena. 
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Hayato has magnificent hair. 
Alas he can't go out in a 

STORM IN CASE HE GETS STRUCK 
BY LIGHTNING. 


Vector is a robot with a big 

GUN THAT HE REALLY COULD 
MAKE MORE USE OF. WHY NOT 
JUST SHOOT THEM DEAD, EH? 


Camof was okay until he had 

TWO MARSHMALLOWS EMBEDDED 
IN HIS SKULL, BUT NOW HE'S A BIT 

psycho. Still cute though. 


Zelkin is a a vian. Sadly his 

WINGS AREN'T THAT STRONG, SO 
HE CAN ONLY JUMP, BUT DESPITE 
THAT, HE'S A FAST MOVER. 
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This bloke to 

THE RIGHT IS 
THE BIG BAD- 
DIE. He's not 
VERY NICE. 








rom the name 
alone you can 
have a fairly 
good stab at 
guessing what 
Iron & Blood is all about. It's 
an Advanced Dungeons & 
Dragons RPG beat 'em up, 
with iron and blood in equal 
amounts. However, the RPG/ 
beat 'em up scales are not so 
equally balanced. The fight¬ 
ing bits are by far the most 
important part of Iron & 
Blood , meaning it is in com¬ 
petition with Tekken 2 and 
Star Gladiator rather the Final 
Fantasy VII and Suikoden. 
There has been a dearth of 
RPGs and RPG influenced 
games on the PlayStation, 
and, apart from Tobal No. 1 y 
Iron & Blood stands alone in 
the RPG/fighting game field. 
However, Iron & Blood does 
not have the adventuring 
aspects of Tobal No. 7, so the 
fighting and item related bits 
will have to be extra special 
for it to compete. 

The plot is all fantasy style 
and is concerned with the 
conflict of good versus evil. 
The participants aren't 
resolving their differences by 
talking. Being the crazy 
world of D&D they are heavi¬ 
ly into violence, so it comes 
as no surprise to learn that 
physical hurtage is the order 
of the day. Biting, kicking, 
slashing, punching, bashing 
and magic are the ingredi¬ 
ents on Iron & Blood's shop¬ 
ping list of aggression; but 
will it make for a tasty 
fighting cake? 


Here f that one armed dwarf bloke dives for the camera , hoping 

TO CONFUSE SKELETON BLOKE INTO WANDERING OFF. HOWEVER, THE 
ARENA IS SURROUNDED BY A FORCE FIELD. 


Release: TBA 
Company: Acclaim 
Price: £44.95 
Players: 1-2 
Genre : Beat 'em up 


The main fighting section 
looks a tiny bit different to^ 
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These are the assorted characters you 
can pick to play as. The first half are the 
good guys, and the second half are the 
evil baddies. The green bar above their 
heads denotes the amount of energy 
they have. In campaign mode this is 
reduced in fights, and can only be 
restored by using magic. The icons to 
the left of the character indicates the 
amount of lives they have left. On the 
options screen you can choose the 
amount of lives the participants have. 
When all a character's lives have run ' 
out, that's it - unless you have some 
way to reincarnate them... 



Torgo is a dwarven 
fighter. He lost his 
right arm in a big 
fight with some 
ores, but he's still 
a bit handy with a 
large hammer. 



IUTH0R 

He is a paladin. 
That's a sort of 
special knight. 
He's very slow, 
but has a nice line 
in noble poses. 
And a big sword. 


|p 
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The elven archer. 
Very handy with a 
bow and arrow 
but, like loads of 
his fellow Elves, 
he is a complete 
social outcast. 



A gladiator, who 
has a thing called 
"Heroic Stance 
Power". He'd 
probably look 
good advertising 
Calvin Kleins. 
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A lady. 

Apparently she 
can do something 
called a "Siren 
call", which 
immobilises male 
characters. Nngh. 


n 
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The halfling thief. 
"Iggy" to his 
friends, this short - 
statured burglar 
has a"dagger of 
venom" and a 
"backstab attack". 



&£ Agjfatt 


SHimu 

Is an elven 
princess. She's 
got a staff, and 
her arcane power 
heals her between 
rounds. Nice. 

And cute too. 


9* 




RIB CIOIIB 

Indian wizard/ 
mage blokey. Red 
Cloud can make 
earthquakes and 
lighting bolts. 
Which is really 
good. Yes. 





Used to be a top 
prince but got 
magically drawn 
into a gargoyle 
body (as you do). 
He breaths fire 
and bites people. 


n 
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ARBIIS 

Is a skeleton fight¬ 
er. Just like in 
Jason and the 
Argonauts, but 
less scary. Or 
jerky. And he gets 
killed, too. 



Dark and 

SCARY BASH¬ 
ING ACTION 
AHOY. 




SASHA 

Is a female lycan- 
thrope, or were¬ 
wolf. Can do a 
"leap frog". And 
watch out for 
those vicious 
lupine teeth. 






HYM PYHPII 

"Nym Pymple". 
Honestly. He's 
one of those gob¬ 
lin types, and less 
well-respected 
than an Elf. Has a 
"Walk-up" move. 



BAITHAIAAR 

Has an "Axe of 
dancing". He 
doesn't has a 
potato peeler of 
ballet, though. 
Also does "blood 
fever". Very odd. 


« A 




KAURIK 

Has a move called 
a "force choke", 
where he throttles 
someone far away 
just like Darth 
Vader. Except he 
isn't real. Right. 


RAIBK 

The "death 
knight". He used 
to be good but 
went completely 
bonkers. Perhaps 
he played D&D 
too much. 


STHIIRIK 

Does a move 
called "self deto¬ 
nation" where he 
explodes. Stupid. 
Also has a "ray of 
enfeeblement". 
And he looks bald 




People leap all over the place 

IN THE HIGH SPEED FIGHTER IRON 

& Blood. If you haven't got 

GRAZED ELBOWS YOU'RE NOT 
PLAYING PROPERLY. IN MY DAY WE 
DID ALL THIS FOR REAL. AND 
DRAGONS EXISTED. AND TROLLS. 
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the usual 3D beater, and not 
just because the combatants 
are of all different sizes and 
shapes. It's probably to do 
with the "4000 complex poly¬ 
gons" for each character pro¬ 
duced at a rate "225,000 
polygons per second." Just 
take a peek at these screen 
shots and you'll get the idea. 
What you can't see from the 
screenshots is that Iron & 
Blood plays differently too; 
the action is a lots faster 
than, say, Tekken 2, and with 
all the evasive rolling around 
the characters do it looks 
very impressive as well. The 
camera uses all sorts of 
angles that you wouldn't 
expect it to, but sometimes 
this can maxe the gameplay a 
little confusing as you can't 
see your character properly. 
Hopefully this should all be 
sorted out and perfected by 
the finished version. 



There are 16 characters, 
eight who are good and 
another eight who aren't. 

The good eight are generally 
humans, dwarves and elves, 
and the bad eight are gar¬ 
goyles, werewolves, vam¬ 
pires and ores. 

Each character has their 
own individual style of 
attack, and most of them 
have a weapon of some sort, 
as well as some kind of magic 
attack. The magic attacks are 
generally Street Fighter style 
fireballs, but some of them 
have slightly more interest¬ 



ing attack, like magically lift¬ 
ing their opponent up into 
the air and smashing him to 
the ground. The controls are 
largely the same as most 
other fighters. The main but¬ 
tons are all used for attack¬ 
ing, and produce slightly dif¬ 
ferent moves when used in 
conjunction with the Dpad. 
Most of the attacks are based 
around the characters' main 
weapons, but there are also 
kicking and magic attacks, as 
well as biting and mauling 
attacks for the less human 
characters. The shoulder but¬ 
tons are used for defending 
and dodging attacks. The R 
buttons defend, and the L 
buttons make you roll/cart¬ 
wheel/dive out of the way of 
an impending attack. 

As characters win more 
fights, they gain strength and 
hit points, as well as new 
magical spells and items 
become available. These let 
you do stuff like resurrect 
characters or steal your 
opponents defeated fighters 
and that sort of thing. 

Iron & Blood will have a lot of 
work to do if it is to topple 
Tobal No. 7 from it's 
RPG/fighting throne, and 
even more work to be better 
than the dedicated fighting 
game Star Gladiator and the 
dedicated RPG Final Fantasy 
VII. Things are looking 
promising, but it still remains 
to be seen how good Iron & 
Blood actually is. 



uimKHBrmu _ 

Dungeons & Dragons was popular when 
children (and young adults) had to 
make their own entertainment. The 
rules were that six youngsters had to sit 
around a table with as many oddly 
shaped dice as they could find. After 
three hours all the Dungeons & Dragons 
stuff had to be put away and a seance 
held instead, scaring everyone stupid. I 
was too young to ever have the full 
D&D experience, instead I watched the 
cartoon a lot. The cartoon was based 
on the exploits of Presto, Eric (and his 
unicorn, "Uni"), Tommy, Hank, and 
Diane (and the other one) who got 
sucked into an alternate reality through 
a roller-coaster in a fantasy theme park. 
The plot was the same every episode. 


First Dungeon Master (their diminutive 
bald guide) would appear from no 
where and talk a load of old rubbish. 

He would start to explain how they 
could get back home but then would 
disappear again before they could get 
any sense out of him. Then Hank and 
company would have to go and rescue a 
bunch of kids or something before 
Venger (the baddie) turned up. At this 
point they would say "He's too strong 
for us!" and "We can't defeat him!" 
until they were saved by a wizard/some 
kids/Tiamat (the giant evil multi-head¬ 
ed dragon)/ or some giant who had 
been trapped in a tree. Then they 
wouldn't get home as they were too 
busy chasing Uni because she had run 


off (or something), and the portal 
would disappear. Then Dungeon 
Master would reappear and say "Well, 
you are still trapped in this bizarre liv¬ 
ing hell, but you made the right deci¬ 
sion and you'll get another chance to 
escape soon etc. etc." However, they 
never got home, and it's all Dungeon 
Master's (and Uni's) fault. 

Sadly Iron & Blood doesn't share any 
characters with the Dungeons & 
Dragons cartoon, but it would be great 
to see a beat 'em up that did. We put 
this to Acclaim. They said there could 
be one, but they weren't working on it 
at the moment. Let us pray to a higher 
power that there will be a Dungeons & 
Dragons cartoon game soon. 








































Below is the 
intro 

SEQUENCE IN 
MOST OF ITS 

glory. The 
hero, Jake , 

NARRATES, BUT 
HE SEEMS TO BE 
IN THE DARK 
JUST AS MUCH 
AS THE REST OF 

us. The 

MYSTERY 

CONTINUES... 




@ verthe past few 
i months there 
I has been a 
" steadily increas¬ 
ing amount of 
interest in all things... con- 
spiratorial.'lt seems that 
everybody is sure that there 
is something going on that 
Joe Public doesn't know 
about, but Quentin 
Government-Insider does. It 
doesn't take a Scully or 
Mulder to realise that it is 
certainly possible that the 
people in charge are keeping 
something from us. In Broken 
Helix , one of the insiders 
decides enough in enough - 
and wants everyone to know 
the truth. 

A top Area 51 scientist has 
decided that he no longer 
wants the existence of the 
top secret military research 
base to be kept hidden from 


Release: TEA 
Company: Konami 
Price: £ 44.95 
Players : 1 

Genre : Shoot'em up/ 
Adventure 


changes your aiming. The 
Jake character is very agile 
for this sort of game too, 
with the ability to jump, 
duck, crawl and sidestep. 
This comes in extremely 


the public, and has planted a 
number of bombs around the 
place, threatening to deto¬ 
nate them unless his 
demands are met. Of course, 
the US government isn't too 
keen on revealing all its dark 
secrets to the masses, so it 
sends in a crack team of 
marines to stop him. You con¬ 
trol Jake Burton, a bomb dis¬ 
posal expert, who is required 
to enter the base and get rid 
of all the bombs. However, 
everything isn't quite as sim¬ 
ple as it first appears... 

Broken Helix is a 3D shoot 'em 
up adventure, and you view 
Jake from slightly above and 
behind. Unlike some similar 
games, say Doom, your view 


can be altered, so you can 
have a wide panoramic far 
away view, or a close up get- 
a-good-look-at-the-baddies 
view. You can also look up 
and down, which also 




































handy as you explore the 
complex 3D representation 
of the base, which has slopes 
and ramps and feels more 
real than the maze-like con¬ 
structs seen in Doom. There 
are lifts connecting the dif¬ 
ferent levels of the base, as 
well as secret tunnels that 
have to be crawled through. 

A map is available and it 
overlays on your display, so 
you can see if you are under 
attack while using the map to 
navigate round the various 
rooms and corridors. Security 
robots control the base's cor¬ 
ridors, and although some of 
them are harmless camera 
carrying droids, most of them 
are armed with spikes and 
other weapons and, if they 
consider you to be an intrud- 



UREA 51 - IS THE TRUTH IH THEN? 

Area 51 is referred to by the US government as "the facilities 
near Groom Lake." The name "Area 51" comes from the origi¬ 
nal Nevada Test Site map, but it has also been referred to as 
"Watertown" and later "Dreamland". In the Fifties it was used 
to develop the U2 spy plane for the CIA, and later the U2 was 
tested there. In the Sixties, Area 51 was rebuilt and massively 
expanded, and security measures were heightened. More land 
surrounding the base was seized by the military, and the cor¬ 
responding air space was restricted. Anyone who worked on 
the base was given a government appointment to avoid dis¬ 
closing their real occupation to Nevada's employment agency. 
In the late Seventies and early Eighties the F-117A Stealth 
Fighter was produced there, and in 1984 the US Air Force ille¬ 
gally seized 89,000 acres of land near Area 51. When an Air 
Force representative was quizzed in a congressional hearing 
about on who's authority the land had been seized, he simply 
replied "under a much higher authority". When he was asked 
what authority could be higher than the US government, he 
replied he could only reveal who it was under closed question¬ 
ing. However, after he had been closed questioned. Congress 
approved the land acquisition in 1987. 

Even more sinisterly, even though Area 51 is an Air Force 
Base, it isn't patrolled by the Air Force. Unmarked jeeps patrol 
the perimeter, which is loosely marked with widely spaced 
orange markers rather than, say, chain link fences of barbed 
wire. There are also warning signs on the border (see picture), 
which state that intruders will be shot, and that photography 
is prohibited. The guards that patrol the borders have no 
name tags or rank on their uniforms, and are armed with 
assault weapons. 

The spectacularly named Robert Lazar - an engineer and 
physicist had worked in Area 51 - claimed, in 1989, that the 
facility at Groom Lake was involved in the "reverse engineer¬ 
ing" of an alien craft's propulsion system. So far no one has 
been able to confirm or discredit his claims. 

Witnesses claim that they have seen craft around Area 51 
flying much faster than any plane in use today, and using 
manoeuvers that existing planes are simply incapable of. Even 
if you dismiss the claim that there are recovered alien space 
craft in Area 51, there certainly appears to be something 
going on in there. The chances are we will never know what. 


er, they will come for you. At 
the start you are armed with 
a rapid firing plasma gun, but 
as you explore the base you 
gain access to more sophisti¬ 
cated weaponry and, judging 
by the effectiveness of your 
first weapon, they should be 
pretty spectacular. As you 
can imagine, the feeble secu¬ 
rity droids are just as small 
taster of what is to come 
later in the game, and extra 
weapons will be a neccesity 
of survival. 



What distances Broken Helix 
from a legion of other Doom- 
clones is the sophisticated 
game world that the game 
takes place in. Rather than 
just rushing about blowing 
up everyone and everything 
that crosses your path, you 
have to consider each move 
before you make it. All the 
characters can be interacted 
with, and you have two atti¬ 
tudes you can use - angry. 


and slightly less angry. If you 
use the wrong mode when 
talking to the characters, 
then you may not get the 
information you need, or you 
may aggravate them so much 
they try to kill you. Because 
the game is spread over such 
a large area (1.6 million 
square feet apparently), and 
there are so many characters 
and clues all over the place, 
each game you play is differ¬ 
ent. You can choose to play in 
a thoughtful problem solving 
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THE OBVIOUS ARHIE ElOHE 

This very tall and "European" accented bloke 
is so hard he has not one, but two giant guns. 
He doesn't like you, and if you don't treat him 
right, he'll lose his temper and blow you 
away. He's the leader of the marines, but he 
takes his orders from an unseen commander. 


THE MARINE WITH A HUEE BUN 

This character seems to be here simply to 
facilitate a "size is everything" gag. He's a bit 
more friendly than some of his compatriots. 
However, he has got a very big gun and likes 
to use it indiscriminately, so try to stay on his 
good side. 



TM WIMPY BUY 

Doesn't know what his mission is, as the 
troops aren't told until your character has 
defused all the bombs. Curiouser and curi- 
ouser...if your fellow marines don't know 
what's going on, who does? 


THE 10ST-IT SCItHTIST 

He just sits on the toilet, and mumbles. He 
won't even acknowledge your existence, so 
don't bother with him, unless you feel like 
blowing him away, in which case he goes with 
something of a bang. 


The base is 

QUITE DESO¬ 
LATE AT THE 
MOMENT, BUT 
WHEN THE 
CAME IS FIN¬ 
ISHED THERE 
SHOULD BE 
MORE CHARAC¬ 
TERS AND ENE¬ 
MIES TO INTER¬ 
ACT WITH. 



THtUHlIMABltftMIlt MIRIM 

This short haired lady doesn't care too much 
for you either, but she is more likely to just 
spit in your face rather than shoot you. Still 
one to steer well clear of as she certainly has 
a large weapon. 


THE ETHER SEIIHTIST 

This fellow has the most outrageous accent 
you are ever likely to hear in a video game, 
but he does have some very useful informa¬ 
tion if you cajole him enough. For instance, 
he gives you the location of the first bomb. 
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way, or you can attempt to 
solve all you problems with 
hot lead. Depending on what 
actions you take, the ending 
of the game will alter - and 
there are loads of different 
ones for you to discover. 

Even though Broken Helix is 
a fair way off completion, it 
already has a very realistic 
atmosphere, heightened by 


very Aliens-esque music and 
superior lighting effects. 

Brhbhb 

If Konami can successfully tie 
the already impressive game- 
engine to all the features 
they promise, then Broken 
He//xwill be one of the most 
sophisticated shooters on 
the PlayStation. With its 


intriguing plot and the 
promise of CPU characters 
that have their own objec¬ 
tives and intelligence. Broken 
Helix should present a few 
hours of unequalled atmos¬ 
phere, and gameplay to 
match. With Disrupter and 
Dark Forces also coming soon, 
the future looks very bright 
for the 3D shoot 'em up. 


BRINE IN THE 
MARINES. 

Here are your unnamed com¬ 
rades in arms. The marines 
start of waiting in the Area 
51 entrance hall waiting for 
the scientists to leave and for 
you to find and dispose of all 
the bombs. When your task is 
completed they go marching 
in, and secure the area. Your 
job is done, and therefore 
you are now expendable - so 
watch out. Interestingly 
enough, rather than being a 
man who is concerned that 
the public know the truth, 
the scientist you are all 
searching for, the who has 
actually planted all the 
bombs, is portrayed as a 
complete lunatic. You don't 
get to see him (yet), but you 
can frequently hear his words 
through your radio. 

ITEMS OF INTEREST 

As well as extra weapons, 
you can also collect items to 
aid you in your endeavours. 
Along with keys and extra 
health you can also collect 
other more mysterious 
objects that are located with¬ 
in the base. Eventually these 
will help you unlock the dark 
secrets of Area 51, as well as 
hopefully allowing you to 
escape in one piece. 


In the final code of Broken 
Helix you should be able to 
save your game to a memory 
card. Due to the complexity 
and size of the map, as well 
as the number of enemies, 
characters and objects, a 
password system looks 
decidedly unlikely. 

EXTREME VIOLENCE 

When you shoot people (be 
they friend or foe) they 
explode in a spectacular fash 
ion. Though probably just a 
little on the unrealistic side, 
the polygon limbs and assort¬ 
ed other body parts look fan¬ 
tastic as they arc gracefully 
through the air before plop¬ 
ping down. Nice. 
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(Above) This 

BLOKE IS ONE OF 

Mortanius' 

NASTY DARK 
KNIGHTS, A 
ONCE-VALIANT 
WARRIOR WHO 
HAS HAD HIS 
SOUL TORN 
FROM HIS BODY 
BY THE EVIL 

Necromancer. 






uring it's relative¬ 
ly short exis- 
| tence the Play¬ 
Station has 
proved time and 
time again that it can handle 
power-intensive racing 
games with ease and has 
pushed back the boundaries 
of the traditional beat 'em up 
more so than any other 
machine. It has yet to estab¬ 
lish itself as an RPG platform 
here in the UK though, even 
though there are loads of 
role-playing games already 
available in Japan. However, 
the future is bright. English 
versions of Japanese hits Arc 
the Lad and Squaresoft's 
eagerly awaited Final Fantasy 
VII are due in the next few 
months, but these both 
adopt a familiar approach to 
the genre, with cute manga- 
style characters that are just 


Release: December 
Company : BMG 
Price: £44.99 
Players: 1 
Genre : RPG 



too sickly sweet. 

With Legacy of Kain, BMG 
Interactive hopes to break 
the mould. There's no 
blonde-haired hero, no rab¬ 
bits running through the for¬ 
est glade. Forget cute, forget 
sweet. Legacy of Kain is 
nasty... 

It's sick... 

It's... evil. 

Probably the hell-spawn of 
Satan himself. Legacy of Kain 
is not a game for the faint of 
heart, nor is it something 
that your grandparents 
would approve of, or even 
your parents for matter. It's 
more haunting than Resident 
Evil and more violently 
graphic than Doom , and so 
the moral guardians of this 


world will argue it should 
never have been created. Us? 
We're not moralistic so come 
on, bring on the gore! 

SEE _ 

Legacy of Kain is a horrific 
tale, a horror story of blood¬ 
sucking and virgin sacrifices. 
It's follows the quest for 
vengeance of nobleman Kain, 
who was ambushed by thugs 
and brutally slain. As his 
corpse lays twitching in a 
pool of crimson blood he was 


made an offer by the 
Necromancer Mortanius: he 
could return to avenge his 
death, but on one condition - 
he must roam the land as a 
living dead. 

Driven by his thirst for 
revenge Kain accepts and the 
transformation takes place. 
Pale of skin with dark, black 
eyes, Kain is no longer the 
living breathing nobleman he 
once was. Now his thirst for 
blood outweighs his thirst for 
revenge, and for the rest of 


Lust 


Lite 
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eternity he must live in fear 
of burning sunlight and... urn, 
mineral water. 

Ethereal myths aside, Kain 
is a vampire, and a traditional 
one at that. He can be killed 
by hammering a wooden 
stake through his heart, hell 
burn should he stumble into 
direct sunlight and he's got a 
nasty allergic reaction to 
Holy water. Kain doesn't 
wear a cape though, and 
doesn't have thinning hair to 
challenge that of Ray 
Reardon's balding barnet. 
Instead he's clad in a suit of 
armour and carries a very 
large sword. 

Climbing out of his homely 
coffin at the start of the 
game, Kain's quest is to 
explore the dark land of 
Eldrich in search of the 
Necromancer Mortanius. It's 
a vast, sprawling realm, one 
that spans over 160,000 
game screens. 

From the snow plains in the 
north to the dense forests off 
to the west, Kain must 
relentlessly trek from one 
corner of the map to the 
other, hacking through the 
horde of sickle-weilding vil¬ 
lagers and avoiding the con¬ 
stant threat of the rising sun. 



Legacy of Kain is a role-play¬ 
ing game viewed from above, 
almost like Zelda but with a 
much darker slant. Using the 
PlayStation's light-sourcing 
capabilities to create a tense, 
often frightening atmos¬ 


phere, each of its lands is 
unique both in its appearance 
and also the enemies Kain 
will encounter. The cemetery 
poses very little threat, with 
just a handful of gravedig¬ 
gers on patrol, and with no 
weapons bar a very large 
shovel. Inside the crypt 
things start to hot up, as 
skeletons stagger around 
looking for fresh meat while 
undead she-demons unleash 
balls of plasma should Kain 
wander too close. 

Obstacles also threaten 
Kain's after-life, with what 
initially seems like a harmless 
rain shower sapping away at 
his energy. Spike pits and 
rolls balls should also be 
avoided at all costs, other¬ 
wise shall never complete his 
quest to rest in peace. 

Recuperating health is 
pretty easy though. The most 
effective means is to return 
to Kain's inner sanctum 
whereupon he'll climb back 
inside his coffin to rest. This 
will leave him refreshed and 
completely restored, 
although it does involve 
rather a lot of walking to and 
fro. More feasible (and con¬ 
siderably less time-consum¬ 
ing) is to drink the blood of a 



freshly-maimed body. Ending 
the victim's life with a single 
slice of his sword, the dying 
body staggers on its feet for 
a few seconds before slump¬ 
ing to the ground. If Kain is 
fast enough he can grab the 
body by the neck and drain 
the blood from its veins, 
replenishing his energy bar 
before finally leaving the 
corpse for dead. 

fjSWSEi Up 

Kain's quest is aided by a 
wide variety of bonuses scat¬ 
tered throughout Eldrich. 
Placed in view or occasionally 
hidden inside trunks and cup¬ 
boards, the objects Kain dis¬ 
covers are varied but nearly 
always useful. Grabbing the 
test tube icon increases the 
vampire's maximum health, 
allowing him to survive 
longer, while picking up the 




Legacy of Kain is quite a 

GRUESOME GAME. RATHER THAN 
COLLECTING POWER-UPS TO RE¬ 
STORE energy, Kain hacks at an 
ENEMY WITH HIS SWORD BEFORE 
SUCKING OUT THEIR BLOOD! 



Although 

\ VAMPIRES ARE 
SUPPOSEDLY 
j IMMORTAL, 

Kain can still 

\ SUFFER DAM¬ 
AGE. Walking 
INTO DIRECT 
SUNLIGHT IT 
PARTICULARLY 
NASTY, WHILE 
STEPPING IN 
PURE WATER 
MAKES HIS 
SKIN BURN. 






ULMIWlMWm _ 

Just as Gary Oldman effortlessly switches 
shape in Francis Ford Coppola's adaptation of 
Bram Stroker's Dracula , the anti hero Kain can 
metamorphose into one of three different 
forms. As a human (well, a vampire) he can 
wield a sword and is able cast magic, and call 
also solves puzzles. However, some sections 
of the game involve a different approach 
entirely. The werewolf is extremely fast on its 
feet and is capable of leaping great distances, 
and is therefore ideal for charging quickly 
across muddy plains of Eldrich and avoiding 
the angry villagers. Change into the bat and 
Kain can fly to pretty much any location on 
the map, providing he has already explored 
the area first. Lastly Kain can transform into 
mist - a pretty dull special ability, true, but 
it's perfect for sneaking under locked doors 
and past guards unnoticed. 
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triangular amulet increases 
Kain's magical power. Magic 
plays an important part in 
Legacy of Kain, and is a skill 
that must be developed 
rather than one Kain begins 
the game with. 

By the time he reaches 
Mortanius' lair, Kain should 
be skilled in over twenty 
spells, some with devastating 
effects. Initially they are 
pretty limited though, the 
first transporting him back to 
the coffin from whence he 
came. True, this is turn 
restores energy, but again 
Kain must take the long walk 
back to where the original 
teleported from. The light 
spell is just as unexciting but 
proves invaluable when 
exploring the pitch black 
tombs, illuminating the dark¬ 
est corners of the cob- 
webbed crypts. By the time 
Kain acquires his third spell 
he has learned to control the 
power of mana, and can now 
cast flay, a ranged attack that 
shreds the skin off it's vic¬ 
tim! Others include the 
implode spell which, when it 
strikes the hapless victim, 
bursts them open like pus- 



filled spot. 

Magic objects also feature 
in the game, but are limited 
to one use rather than suck¬ 
ing up mana. These include 
the Heart of Darkness, a 
powerful amulet that will 
restore Kain's health to maxi¬ 
mum when used. Throwing 
stars offer an alternative to 
the sword too, and prevent 
Kain from having to charge in 
close to fight. 



None of these skills are 
impressive as the vampire's 
ability to shape-shift though. 
Calling upon the power of 
darkness, Kain can change 
from his human shape into 
one of three other forms: 
either a bat, a wolf, or mist. 
Rather than a cool visual 
effect that has little rele¬ 
vance to the game, Kain must 
use his shape-changing skills 
to progress through the 
game. As the wolf he can leap 
across chasms which are oth¬ 
erwise too wide, while 
changing into the bat allows 
him to travel rapidly from 
one realm to another without 
being attacked by the roam¬ 
ing guards. 

Of course, Kain's change in 
shape is accompanied a slick 
full-motion video sequence, 
many of which feature 
throughout the game. 
Primarily used to progress 
the story of Kain's plight 
against the evil Necro¬ 
mancer, the lengthy cut- 
scenes are accompanied by a 
cinematic musical score and 
some excellent spoken dia¬ 
logue throughout. 

Smart presentation 
promises to complement 
Legacy of Kain's fleshy game- 
play then, and with well over 
one hundred hours of blood- 
lust action to tuck into, this is 
one RPG gamers will want to 
gorge themselves on. 



AS THE INTRODUCTION SEQUENCE 
DRAWS TO A CLOSE, THE SCENE 
CHANCES TO THAT OF A TAVERN. 

Inside nobleman Kain is enjoy¬ 
ing THE DELIGHTS OF FRUITY PINT. 

Gulping down the last of the 

MEAD, HE GATHERS HIS CLOAK TO 
FACE THE CHILL NIGHT AIR. 



Catching him by surprise , Kain 

IS COMPLETELY SURROUNDED BY 
THE THUGS, WHO SLOWLY CLOSE 
IN FOR THE KILL. KAIN IS CUT 
DOWN IN THE BRUTAL ATTACK, 
SLUMPING TO THE GROUND IN A 
POOL OF HIS OWN CRIMSON 
BLOOD. AS HE LOSES CONSCIOUS¬ 
NESS HE CAN HEAR THE CACKLE OF 
THE BRIGANDS AS THEY JEER AT 
THEIR HELPLESS VICTIM. 



Just as the pain becomes 

UNBEARABLE, FROM BEHIND 
COMES THE BOOMING VOICE FOR 

the Necromancer Mortanius. 
Draped in a long , dark cloak, 

HE HAS AN OFFER TO MAKE KAIN. 



Wrenching the sword from 
his back, Mortanius mutters a 

CHANT IN SOME ANCIENT TONGUE 
AND WITHIN SECONDS THE TRANS¬ 
FORMATION is complete. Kain is 
ONE OF THE UNDEAD. 



Outside t the freezing fog 
gnaws at Kain's face, bringing 

TEARS TO HIS EYES. HOWEVER, 
THE COLD IS THE LEAST OF HIS 
WORRIES, AS LURKING IN THE 
DARKNESS IS A BAND OF BRIG¬ 
ANDS, ARMED WITH SWORDS AND 
HUNGRY FOR MONEY. 



Slowly Kain's eyes flicker 

OPEN AND HIS SURROUNDINGS 
BEGIN TO FOCUS. HOW LONG WAS 
HE UNCONSCIOUS FOR? WHO 
KNOWS, BUT SMELLING THE FOUL 
STENCH OF SULPHUR HE SOON 
REALISES HE IS NO LONGER LYING 
ON THE COLD GRASS OUTSIDE THE 

tavern. Tugging at his arms, 
Kain is shackled to a stake 

AND CAN BARELY MOVE. 




At the cost of his soul, 
Mortanius will give Kain the 

POWER OF LIFE AFTER DEATH, SO 
HE CAN AVENGE HIMSELF BY 
HUNTING DOWN HIS MURDERERS. 

Led by anger, Kain accepts. 



< \ IT 


Feeling the power of immor¬ 
tality PULSE THROUGH HIS 
veins, Kain is teleported to 

HIS NEW HOME AND THE START OF 
THE GAME - A CRYPT, DEEP 
BENEATH THE GROUND. 
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Don't adjust 

YOUR MAGA¬ 
ZINE...IN 

Hardcore 
4 x 4 YOU 
SPEND QUITE A 
LOT OF THE 
TIME UPSIDE - 
DOWN, AS THIS 
SCREEN SHOT 
ABLY DEMON¬ 
STRATES. 
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Driving 

ROUND THE 
EDGE OF A 
STILL ACTIVE 
VOLCANO? 

These guys 

ARE CRAZY! 


rab your whistle 
and white 
gloves and pre- 
pare to dance 
^^^^non-stop for ten- 
hours in Gremlin's new... 
hang on a minute. Hardcore 
4x4 is a truck racing game, 
and has nothing to do with 
illegal raves at all. 

So having got all the obvi¬ 
ous misunderstandings out of 
the way we can concentrate 
on Gremlin's forthcoming 
racer. Hardcore 4x4 is based 
around the noble sport of 
racing big trucks round in cir¬ 
cles until all but one of the 
drivers feels ill -or until they 
have all crossed the finishing 
line. You, as one of these 
rough and rugged racers, get 
to zoom around six circuits in 
six different off-road trucks, 
each which has individual 
handling and performance 
characteristics. Will you be 
able to conquer all three 
championship classes, or will 
you shout "Gripped!" and 
drive your vehicle straight 
into the nearest lake? 

Hardcore 4x4 is more of an 
arcade game than a serious 
simulation, but it has a more 
realistic game engine than 
you might expect, with the 
courses generated in true 3D, 
featuring undulating terrain 
and everything. When the 
vehicles are damaged, dri¬ 
ving becomes more difficult, 
and gravity and inertia also 


Release : TBA 
Company: Gremlin 
Price: £44.95 
Players : i-2 
Genre : Racing 


have an effect on your truck. 
If you collide with one of 
your opponents your truck 
bounces and rolls all over the 
place, eventually righting 
itself, allowing you to 
continue on your way 


SoiiiBlToisi 


When you first see Hardcore 
4x4 it looks a bit like 
Supersonic Racers. However, 
on closer inspection, you 
notice the lumpy terrain and 
knockabout gameplay. 

The bouncy courses com¬ 
bined with the aggressive 
driving of the competitors 
means that playing Hardcore 
4x4 is about as far removed 
from Ridge Racer Revolution 
as you can imagine. Switch to 
the first-person perspective 
however, and Hardcore 4x4 
takes another step away from 
the usual. Due to all the 
bumping, bouncing and gen¬ 
eral wobbliness of the game- 
play, the first person per¬ 
spective makes for a very, 
well, nauseous experience. 
You really do feel as if you 
are being thrown all over the 
place in high-speed washing 
machine. Or something. 

The controls are pretty 
much as you'd expect from a 
racing game, but the addition 
of a reverse mode, enabling 
you to get yourself out of 
some tricky situations is wel¬ 
come. Initially, you may find 
that the control method feels 
a bit odd, but, rest assured, 
with practise (and perhaps 
judicious use of the sensitivi¬ 
ty option), those controls will 
very quickly become as easy 
as pie. 


SfoPi EEEI 


SCOHi)! 


The six courses in the game 
are High Camber Pass (a 
countryside-style one). Sun 
Baked Gulch (a wild west- 
style one). War Zone (with a 
middle-eastern theme, fea¬ 
turing tanks and everything), 
Dunne Forest (oddly enough, 
a forest). The Devil's Kitchen 
(racing around a live volcano 
top) and finally Pack Ice 
Scramble (a slippy-slidey ice 
race). Of all of these, Dunne 
Forest is probably the best, 
with short road sections and 
areas of the course which 
have segments at different 
heights. Other highlights 
include the slippery ice areas 
in Pack Ice Scramble and the 
narrow ledges in High 
Camber Pass. In the finished 
you will be able to change 
the weather conditions from 
the options screen, which 
will affect the way your vehi¬ 
cle handles. At the moment 
there is just one linear path 


to follow, with deviation 
punished by crashing. 
However, by the time the 
game is ready for the shops 
there should be shortcuts to 
discover and utilise. These 
will help you win the courses, 
and only by completing one 
championship will the next 
become available. As well as 
the championship options, 
there are time trial and prac¬ 
tice modes too, and if you 
have a mate with a 
PlayStation and another copy 
of Hardcore 4x4 then you can 
link-up for an exhausting 
head to head race. 



Hardcore 4x4 could easily 
make some people feel sick. 
Not because it keeps show¬ 
ing off it's freakish anatomi¬ 
cal abnormalities, but 
because it really does feel 
realistic. As previously men¬ 
tioned, the first-person view 
bounces all over the place. 












































This ice course is the trickiest of the bunch, especially as it is 

SOMEWHAT DIFFICULT TO SEE WHERE YOU'RE GOING. 



This looks hot and dusty. 
Nice scenery, though. 


How NOT TO PASS YOUR MOT. 
This track is not pleasant. 



and combined with the 
unusual courses, this will be a 
very different sort of racing 
game. Its main rival is likely 
to be Destruction Derby 2, but 
that plays very differently, so 
you will be able to justify 
buying both. 

However, the pace of the 
game is slowerthan games 
like Destruction Derby 2 and 
Ridge Racer Revolution, but it 
is exhilarating in a very dif¬ 
ferent way. It is quite unusual 
to play a game that feels like 
this, and it's great. When all 
the features Gremlin have 
promised are implemented it 
should be brilliant. There 
could be a question-mark 
shaped vulture hanging over 
its long term playability, 
though. Unless Gremlin have 



some rather clever tricks up 
their sleeves then Hardcore 
4x4 may not last you that 
long. However, after seeing 
this early version we are very 
keen to see the finished 
game, because all the indica¬ 
tors are pointing towards it 
being a PlayStation essential. 

Oh, and in case you're 
wondering, there isn't any 
old school rave music in it at 
all, the soundtrack is some 
hard rockin' affair. Shame. 



Yes, it's time to ride into the sunset. I bet cowboys use this 

SORT OF TRUCK NOWADAYS. I HOPE THEY DON'T GET MOTION SICKNESS. 



UT’S OH RBM! 




HIGH CAMBER PASS: 

An fairly easy course to 
start off with. The road gets 
quite bumpy at places, but 
generally it's quite easy 
going. The turns aren't too 
sharp, but there are some 
thin bridges near the end, 
and some very steep climbs. 
Holiday rating: Four stars. 



WAR Ml: 

Anyone who wants to race 
brightly coloured trucks 
around a war zone is wel¬ 
come to it as far as I'm con¬ 
cerned. Luckily there are no 
"friendly fire'' incidents in 
this game, but there are 
tanks everywhere. Holiday 
Rating: One star. 



THl DtVIl’S KITCHIH: 

My word. Taking the defini¬ 
tion of "off-road" to 
extremes, this course would 
probably make your car dis¬ 
solve in real life. Only for 
the headstrong. The sky 
looks red and it's probably 
very hot indeed. Holiday 
Rating: No stars. 


SUH BAKID GUICH: 

Straight out of a western, 
it's the ghost town and very 
hot sand course. Not as hilly 
and dippy as High Camber 
Pass, but the corners are 
more tricky. It even looks 
hot - hopefully it's a dry 
heat though. Holiday rat¬ 
ing: Three stars. 


DUHHE FOREST: 

This is the most exiting 
course, but it's in a very 
unexciting location. Looks 
very pretty, though,but if 
you weren't driving over all 
the flora and fauna you 
could probably appreciate 
them far more. Holiday 
Rating: Five stars. 

& 
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PACK ICt SCBAMBlt: 

Very scenic, but again a 
rather bonkers place to go 
off-roading. However, there 
appear to be people watch¬ 
ing by the side of the course 
a certain points. Crazy. 
Bearing in mind they are 
probably on holiday. 

Holiday Rating: Five Stars. 



There is lots 

OF BUMPY 
GROUND HERE , 
AND IF YOU'RE 
NOT CAREFUL 
YOU COULD 
ROLL OFF TO 
THE SIDE. 


I 
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2 is Team 17's 
sequel to the 
1992 Amiga 
game Project X. 

^^^^That game was an 
extremely hard, horizontally 
scrolling, shoot 'em up with 
pretty amazing graphics and 
rather nice music too. For the 
time and the system it was 
amazing, but since then the 
horizontally scrolling shooter 
has been rather obscured by 
the increasing number of 
flash 3D games. Now Team 17 
hope to bring life back to the 
genre by strapping Project X 
to a table, shouting "Clear!", 
and electrocuting it. Does the 
ECG start bleeping again, or 
have Team 17 let it flatline? 

X2 now has bigger and bet¬ 
ter graphics, more power- 
ups, horizontal and vertical 
scrolling, and to top it off an 
all new simultaneous two 
player mode. However, the 


Release: TEA 
Company : Team 17 
Price : £44.95 
Players: 1-2 
Genre : Shoot'em up 


basic idea (shooting loads 
and loads of aliens) remains 
relatively unchanged. Rather 
than just waves and waves of 
small spaceships attacking 
you as in earlier shooters, 
there are a lot more one-off 
big baddies and bosses. As 
you progress the locations 
change, from your home 
planet into space, and then 
the alien planet. Along the 
way there are aliens to 
destroy, bosses to defeat, 
and treacherous terrain to 
avoid. By the time you've fin¬ 
ished you should be a battle 
hardened space ace. Or dead. 
Yes, in fact you are most like¬ 
ly to be dead. 

Before you start on your mis¬ 
sion you must choose a space 
ship to fly. There are three 
models, each of which has a 
different speed to fire-power 


This asteroid field isn't that 

TRICKY TO NEGOTIATE , AS THE 
ROCKS DON'T FLY ALL OVER THE 
PLACE. THE ALIENS MAKE THINGS 
TRICKY , THOUGH. 


These fel¬ 
lows ON THE 
RIGHT ARE 
SOME OF THE 
FIRST BADDIES 
YOU 

ENCOUNTER. 

They're no 

PUSHOVER, 
THOUGH, AND 
GIVEN HALF A 
CHANCE 
THEY'LL WIPE 
THE FLOOR 
WITH YOU AND 
YOUR SHIP. 


ratio. After you have boarded 
your ship you are immediate¬ 
ly thrust into the enemy 
onslaught, armed only with a 
rather weedy laser gun. This 
is unfortunate, as you need 
to kill some very tough aliens 
to get some better weapons. 
It is worth it though, as the 
extra weapons are fabulous 
and very efficient. They 
include bigger lasers, what 
look like giant wriggling red 
tadpoles, a nice green laser, a 
top wide blue laser, a flame¬ 


(Above) In this shot the 

DETAILED BACKGROUNDS OFX2 
ARE SHOWN OFF TO THEIR BEST. 

Why can't all games look 

THIS GOOD? 

thrower (Lord knows how 
this works in space), missiles 
and satellites which follow 
you around shooting when 
you do. Finally there is a 
device which sends a huge 
stream of electricity streak¬ 
ing around the screen frying 
anything it comes into con¬ 
tact with. You also have a lim¬ 
ited supply, of smart bombs 
which should kill everything 
they come into contact with. 
However, the bosses are so 
tough it will take more than 
just one of these to dispose 
of them. 

The first baddies are small 
aliens who follow each other 
round in attack waves shoot¬ 
ing at you. Later on gun 
emplacements and giant 
alien ships make an appear¬ 
ance. If you get shoot or col¬ 
lide with them (or the back¬ 
ground) then you lose some 
energy - none of the Project 
X one hit to die nonsense 
here. This means that it is a 
bit easier than the original, 
but to compensate there are 
far more levels, and more 
variety throughput the lev¬ 
els. Not only does the 
scrolling switch from horizon¬ 
tal to vertical for some sec¬ 
tions but some levels have 
features like multiple levels 
of depth, with you flying into 
the background if your way is 
blocked, and aliens swirling 
up out of the screen. Also 

































Amongst the varied weaponry that you can pick up 
in X2 is a powerful electrical gun. Your aim doesn't 
have to be absolutely spot on with this as it wiggles 
and slides all over the place, zapping everything and 


everyone in sight until they're toast. Unfortunately 
you lose it whenever you die, so use it quickly and 
efficiently. It's probably not the most effective 
weapon, but it's certainly one of the most fun. 




These aliens attempt to 

CATCH YOU IN THEIR DEADLY CIR¬ 
CLE. Take THEM OUT BEFORE 
THEY TRAP AND KILL YOU. 



AS LONG AS YOU AVOID THIS 
BOSS'LASER AND MISSILE 
ATTACKS HE'S QUITE EASY TO 
DEFEAT - BUT IT TAKE ACES. 


some enemies move into the 
background so you can't 
shoot them. Cowards. 



This is reminiscent of a thou¬ 
sand coin-ops and Japanese 
console games. The graphics, 
in the main, are quite manga- 
ish, apart from the player's 
ship which is a ray-traced and 
looks distinctly out of place 
(is this some sort of culture 
clash thing? The English 
Amiga-style ray-traced 
goody versus the evil 
Japanese manga baddies? 
Could it could be some sort 
of subtle symbolism on the 
part of Team 17? The ene¬ 
mies are all quite big and 
strong requiring multiple 
hits, but as you progress and 
get the bigger guns, the style 
of play changes, with you try¬ 
ing to kill as many aliens as 
you can, rather than just try- 



Your lightning gun finds its 

TARGET AND STRIKES WITH 
DEADLY FORCE. THE ENEMY 
PILOT ISN'T WALKING AWAY 
FROM THAT EXPLOSION. 


ing to not get killed. It's lots 
of fun to glide through a 
level wiping out all and 
sundry, but watch out - get 
over confident and you'll get 
damages and die, and some 
of your weapons will disap¬ 
pear, leaving you up a creek 
until you get some more fire¬ 
power. It is especially impor¬ 
tant to be fully tooled up 
when you meet a boss. They 
are very hard and take ages 
to kill. Most unpleasant. 

Some people found ProjectX 
just too damn hard. So hard, 
in fact, that most people only 
saw a couple of levels. Does 
X2 make amends by being 
tough...but not too tough? 

Well...it is tough, but it's 
not as mind-creasingly hard 
as the original. If you are very 
experienced at this kind of 
thing, there is an extra hard 



This boss is quite tough , and 

YOU WILL NEED TO USE YOUR 
WEAPONS TO THEIR FULL POTEN¬ 
TIAL TO DEAL WITH HIM. VERY 
DETAILED BACKGROUND , TOO. 


This manga 

STYLE ROBOT 
GUNS FOR YOU 
ON THE FIRST 
LEVEL, BUT HE 
IS EASY TO 
POLISH OFF. 

His bullets 

ARE TRICKY TO 
MAKE OUT 
AGAINST THE 
BACKDROP, 
BUT LOOK 
WHERE HIS 
GUN IS POINT¬ 
ING AND 
YOU'LL BE ALL 
RIGHT. 



mode, where the enemies are 
exceptionally strong and 
require an enormous amount 
of being shot to even consid¬ 
er dying. Make no mistake, if 
you are after a zapping chal¬ 
lenge then you've come to 
the right place. Of course, if 
you after something a bit 
deeper, then you probably 
haven't. X2 is being sold on 
the strength of its rough and 
readiness. All you need is a 
joypad (or two) and you're 
off. Shoot shoot shoot. You 
are either in heaven (if you 
like shooting shooting shoot¬ 
ing) or in hell (if you don't). 

Of course, to find out 
exactly how cathartic it is, 
you'll have to wait until the 
new year. 



Here you can see your ship's 

HOMING MISSILES ZOOMING 
TOWARD THEIR TARGET. THEY 
AREN'T VERY STRONG BUT THEY 
ARE VERY ACCURATE. 
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Three fantastic games 
If you only buy one game 


“One of the most expansive 
and explosive action 
titles to date.” >. 

PlayStation Machine 


Die Hard 
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RUN, SHOOT, & DRIVE THROUGH 


Die Hard 2: Die Harder 












wrapped up in one package, 
this year, make this it.” 

GamesMaster (Aug 96) 
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ONE EXPLOSIVFARCADE EPIC 


“Technically superb, 
graphically excellent and 
engrossing in the extreme, 
this is one of the few 
“must have” PlayStation 
games around.” 

PSX Pro 


Die Hard With AVengeance 






INTERACTIVE 

www.toxinteractive.cora 


© 1996 Twentieth Century Fox Rim Corporation, 'Die Hard" © 1988 Twentieth Century Fox, "Die Hard 2: Die Harder* © 1990 Twentieth Century Fox. "Die Hard With A Vengeance" 
© 1995 Twentieth Century Fox Rim Corporation Cinergi Pictures Entertainment Inc. and Cinergi Productions NV Inc. All Rights Reserved. "Twentieth Century Fox'. "Fox" and their associated logos are the property of 
Twentieth Century Fox Film Corporation. SEGA and SEGA Saturn are trademarks of Sega Enterpnses Ltd. "PlayStation* and are trademarks of Sony Entertainment Inc. 
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Island Hairpin 
SPEED: 75mph 
NOTES 

This hairpin shouldn't 
prove too much of a prob¬ 
lem, just brake hard and 
move into second gear. 

St. Lawrence River 
Straight 
Top Speed 
NOTES 

Keep the accelerator 
jammed to the floor, 
weaving swiftly through 
the easy chicane pushing 
the car to the limit until 
the hard right at the end. 

Pits Hairpin 
SPEED: 55mph 
NOTES 

An extremely tight 
right-hand hairpin, this 
must be taken in first gear 
before accelerating hard 
into the final straight. 














Hiedei 




Okay, so learning the tracks 
and winning the champi¬ 
onship is one thing but now 
you want more from Formula 
7. Well, in addition to the 17 
tracks, 13 teams and 35 dri¬ 
vers there are also a load of 
hidden modes, accessed via 
secret codes. To activate any 
of the cheat modes first 
select a driver and a track to 
race on then, on the practice, 
qualify and race screen hold 


down select and enter the 
appropriate code. A message 
appears in the bottom left of 
the screen if the cheat has 
been entered correctly. 




This is the hidden i 8th circuit 
in Formula i. Accessed via 

THE MENU SCREEN, IT MAY LOOK 
LIKE A CAR FROM ABOVE BUT DUR¬ 
ING THE RACE IT DOESN'T. 



Instead it's a smart looking 

CIRCUIT WITH LOADS OF TIGHT 
CORNERS AND A LONG, WINDING 
BEND THAT DRIFTS OFF TO THE 

right. Cool. 


Although 

RACING 
AROUND EACH 
OF THE TRACKS 

in Formula i 

CAN BE 

STRAIGHTFOR¬ 
WARD FUN, 
THESE FEW 
HANDY HINTS 
WILL PROVIDE 
ABETTER 
CHANCE OF 
VICTORY. 


Senna's 
SPEED :95mph 
NOTES 

Enter the corner from the 
right-hand side, cutting 
across the apex before slip¬ 
ping into third gear to quickly 
exit the bend. 

Subida Do Lago 
SPEED :125mph 
NOTES 

A sharp left-hander immedi¬ 
ately after the long straight, 
approach the curve from the 
right and change into fourth 
gear. 

Pinheirinho 
SPEED :75mph 
NOTES 

A tight hairpin instantly 
recognisable by the Shell 
logo on the right of the track, 
change down to second and 
approaching from the left. 


V i t! m 


DOWNFORCE 

Medium low 





Curve 7 

SPEED: 75mph 
NOTES 

Take the racing line into the 
corner, braking heavily and 
changing down to second 
gear. 



Confiteria Curve 
SPEED: 85mph 
NOTES 

Again, adhere to the racing 
line to slide easily through 
this tough right-hander, slip¬ 
ping into second. 

Senna's S 
Speed 75mph 
NOTES 

A deceptively hard chicane 
perfected by the Brazilian 
World Champion, take the 
corners in second to acceler¬ 
ate quickly from the exit. 
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Code: Down, Up, •, ▲, 
Right, Up, ■, ▲. 

For speed freaks who prefer 
their thrills on two wheels 
instead of four. Bike Mode 
shrinks the monocoque of 
each car and replaces the 
four slicks with two over¬ 
sized tyres at each end of 
the vehicle. Sure, it looks 
weird but it's really good 
for a laugh. 




Code: Left, Up, A, Left, Up, 


Again, another cheat that 
transforms your multi-million 
pound car into a strange- 
looking racer - buggies, or at 
least the Formula 7 equiva¬ 
lent. Performing pretty much 
identically as the normal car, 
the buggies have huge tyres 
and therefore look odd, but 
other than that there's not 
much difference. 



Acque Minerale 
SPEED :75mph 
NOTES 

This corner must be taken in 
first gear, slamming on the 
anchors to cut the speed 
before cutting across from 
the right-hand side of the 
circuit. 


Variante Alfa 
SPEED :135mph 
NOTES 

A fast corner that can easily 
take in fifth, sweep through 
the curve making good use 
of the rumble strips on 
either side of the circuit. 


Rivazza 

SPEED :80mph 
NOTES 

Approach in sixth before 
quickly dropping down into 
second gear, approaching 
from the right side of the 
track. 



Elf 

SPEED: 1 lOmph 
NOTES 

A fairly sharp right-hander 
that should be taken from 
the left, dropping down 
into second. 

Repsol 

SPEED: 120mph 
NOTES 

This left-hand bend can 
easily be taken in fourth 
gear but be sure to change 
down to second gear to 
exit, braking to around 
90mph. 

La Caixa 
SPEED: 80mph 
NOTES 

Following a short straight 
slow to second gear, then 
accelerate slight and pull 
around to the right for the 
following corner. 


cmuiHin 

DOWNFORCE 

Medium 
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Gibbsrish 




Code: Right, •, Up, Down, 
Down, Right, •, ■, ■. 

Murray pops a couple of crazy 
pills for this, the gibberish 
mode one in the whining one 
speaks... um, gibberish. Yup, 
Murray mixes his words for 
much track-side hilarity, acci¬ 
dentally calling Michael 
Schumacher Gerhard Berger 
and other such japes. It's a 
barrel of laughs. Honest. 



Code: ■, •, Up, Right, Right, 
•, X. 

Suddenly the smooth tarmac 
surface of Silverstone be¬ 
comes burning ash as the 
championship enters of the 
depths of Hades for this, the 
smoking Lava mode. The 
track is smothered in boiling 
lava, the buildings glow with 
a fiery tinge and everything is 
enveloped in a thick orange 


mist. Ash sprays from the 
tyres but apart from the cos¬ 
metic differences the actual 
performance of the car 
remains the same. 




Turn 2 

SPEED: 95mph 
NOTES 

Taking the racing line is 
essential to exiting this left¬ 
hander correct, so keep your 
speed down and stay in 
third gear. 

Turn Four 
SPEED: 90mph 
NOTES 

Following on from the long 
straight and subsequent 
left-hand curve, take this 
tight right bend in second 
gear. 

Turn 70 

SPEED: 85mph 
NOTES 

Brake hard on the short 
straight leading to this, the 
last left-hander of the 
course, changing down into 
second gear. 





Variente Goodyear 
SPEED: 120mph 
NOTES 

A fast right-left-right, this 
shallow chicane can be 
taken quickly, in fourth 
gear. 

Variante Ascari 
SPEED: 120mph 
NOTES 

Another simple chicane 
similar to the Variente 
Goodyear, this can again 
be at just over 10Omph in 
fourth gear. 

Curvo Parabolica 
SPEED: 115mph 
NOTES 

The last corner of the 
track, this is a fast right¬ 
hander that can be taken 
in 3rd before pushing 
hard on the accelerator 
into the final straight. 


Always make 

USE OF BOTH 
BRAKES AND 
GEAR CHANGES 
WHEN HITTING 
CORNERS. 
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Code: Left, •, •, ▲, ▲, •, Up, Right. 

This, the hidden 18th circuit, takes the shape of an FI car and, 
because Psygnosis wasn't limited by ensuring the authenticity 


of the track, it's crammed with more exiting features and 
roadside obstacles. However, accessing the track isn't quite 
so simple. First enter the code as normal and start the race. 
Next quit out and reselect a circuit, cycling through the sea¬ 
son roster until you reach the hidden course. Select it and pre¬ 
pare to qualify. 




Turn Four 
SPEED: 75mph 
NOTES 

A wicked hairpin that arcs 
around to the left, this 
should definitely be taken 
in first gear. 

Turn Six 
SPEED: 80mph 
NOTES 

After the long swooping 
straight, drop right down 
into second gear for this 
tight left-hander. 

Turn Nine 
SPEED: 55mph 
NOTES 

This final stretch of Estoril 
is is incredibly difficult and 
must be taken slowly. This 
corner is no exception, and 
must be taken in first gear. 


Siam 

DOWNFORCE 

Medium 




° 
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Degner Curve 
SPEED: 120mph 
NOTES 

An odd corner, this. 
Starting with a fast right¬ 
hander taken in fourth fol¬ 
lowed by a short straight, 
next follows a tight right 
turn that should be taken 
at 80mph in third gear. 


Hairpin 

SPEED: 50mph 
NOTES 

As it's name suggest this is 
an awkward bend, and one 
that should be taken in 
first gear. 


Spoon Curve 
SPEED: 1 lOmph 
NOTES 

A gentle left-hander, slide 
into fourth gear from 
almost top speed, gently 
applying the brakes at the 
same time. 


L suzim 


DOWNFORCE 

Medium low 
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Available f©r PlayStati©n 
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THE CHAMELEON CHIP 


THE ART OF ADAPTION 


THE 

SWAP 


cha.me.leon ch.ip \k*-'me-l-y*nVchip\n 
camelion, 1: An add on chip that is simple 
to fit and works with all Sony Playstations. 
Once fitted, this chip will enable the 
loading of any import game. Games 
that required the use of a swap technique 
before will now load straight into the 
machine, regardless of country code. 

ORDERS & INFO 

0181 488-3413 

99 


INTERLET. World-wide distributors of the Chameleon Chip. Trade enquiries welcome, professional installation 
available, email: boom@moss.demon.co.uk, http://www.ultranet.com/~inter/cham.htm. Sony Playstation is a trademark 
of Sony Computer Entertainment Ltd. 





ALL PLAYSTATION GAMES 

£(.00 

TO EXCHANGE A GAME: 

i. senp your gahe/s tp tub Aoceess 

BELOW 

2. ENCLOSE A LIST OB GAME/S YOU WISH TO 

RECEIVE IN RETURN 

3. ENCLOSE CHEQUE f OR £6.00 PER GAME 

"EXCHANGE ZONE" 

ifS mm ftOAD 
Lee, London sen ?jp 
om-m-wn on om-stmi 


OSS 

RECORDS 


SONY PLAYSTATION 
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SIGGEST SELECTION OF NEW & 2ND HAND P 
GAMES IN THE SOUTH • PRICES START FRO 1 

BUY # SELL • EXCHANGE 

SONY PLAYSTATION. SEGA SATURN, Ml 

NINTENDO. SUPER NES. Ci.BOY ALSO 
THOUSANDS NEW AND SECONDHAND 
MUSIC CD s. GAMES AND CONSOLES 
OPEN 7 DAYS A WEEK lOatn - 6pm 

WE i>o MAt| OiRl£> A 

13 Kingston Road, L_ ;__ j r~ 


Portsmouth. 
Hants POI 5RX 
TEL: (01705) 830955 


hh r 


ITT: (01705)* 26 




FREE : M'E m B E'R5:H IP 


|P 

OPEN SAT + SUN 
9AM - 3PM 
MON - FRI 
9AM - 10PM 
BUSINESS NUMBERS 
0121 436 5380 
0121 436 53B8 


PLAYSTATION GAMES 


£Call 

£33.99 

£25.99 

£34.99 

£35.99 

£36.99 

£35.99 

£39.99 

£34.99 

£32.99 


NBA Hangtime 
Robopit 
Sim City 2000 
Tunnel BI 
Williams Arcade 
Wipout 2097 
NHL Face Off 
NFL Game Day 
Total NBA 96 
Zero Divide 


£33.99 
£32.99 
£36.99 
£33.99 
£26.99 
£Call 
£29.99 
£29.99 
£29.99 
£24.99 . 


FAX ORDERS 


ALL PRICES INCLUDE 


ALL MAJOR CREDjIiTi 


©GO g©8© 


CHEQUES AND POSTAL ORDERS PAYABLE TO 
FUTURE GEN, 107 ASHDALE DRIVE, 


4TX 


HOLLYWOOD 


BIRMINGHAM 


B14 


HACKS/TIPS/CHEATS/CODES 
WIN AT CONSOLE GAMES 
WITH THE 

CONSOLE HELPLINE 


0891-318-400.INFORMATION LINE & INDEX 

0891-318-401.PLAYSTATION CHEATS / CODES / HELP 

0891-318-402.ULTIMATE MORTAL KOMB AT / SATURN 

0891-318-403.ADVENTURE GAMES FULL SOLUTIONS ! 

0891-318-404.MEGADRIVE CHEATS / GOLDEN OLDIES 

0891-318-405.SONIC I & II HINTS, TIPS, CHEATS 

0891-318-406.GOT A MODEM? CALL THIS NUMBER FOR 1000'S OF CHEATS 

0891-318-407.NEW RELEASE LINE, CHEATS, HELP & TIPS 

0891-318-408.MEGADRIVE CHEATLINE (LOADS OF GAMES HELP HERE) 

0891-318-409.SEGA SATURN CHEATS, TIPS, HINTS 

0891-318-410.SEGA SATURN & MEGADRIVE GAME HELP 

0891-318-411.PLAYSTATION!!! 190 CHEATS & TIPS THE WORKS 

0891-318-412.GOT A MODEM? CALL THIS NUMBER FOR 1000'S OF CHEATS 

0891-318-413 MORTAL KOMB AT III, CODES, CHEATS, TIPS & MOVES 

0891-318-414.CHEATS FOR THE NINTENDO 16/32 BIT CONSOLE 

0891-318-415 MORTAL KOMB AT II, CODES, CHEATS, TIPS & MOVES 

0891-318-416.PLAYSTATION NEW RELEASE CHEATLINE 

0891-318-417.SEGA SATURN NEW RELEASE / CHEATS / HINTS / HELP 

NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP. 
PLEASE HAVE PEN & PAPER READY FOR INFO. 

SEE USE ON THE INTERNET AT HTTP:/ / WWW.GATES.CO.UK 

IF YOU ARE UNDER 18, PLEASE ASK PERMISSION TO USE THIS SERVICE, CALLS COST 39p CHEAP & 49p PER MIN PEAK 

HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MIDDX. 




























































rJ r-l 

rJ rJ 


' ')'; f) - 

dd 


I0am-7pm Mon-Sat 
I Oam-1 pm Sundays 




If only to register your free membership, have our information 
and start off voucher posted straight out to you - nothing to 
7> lose - just a great service to gain 

ONLY TO SWAP THOSE GAMES 




£5 


♦Cost may be 
higher if you want 
a newer & better 
game than the 
one you intend to 
send in. 
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WHAT YOU WILL GET FOR YOUR FIVER* 

(as; well as; y/our mew game) 

★ FREE - I s.t Cfas;s, Recorded Post 

★ FREE - Membership, with card, offers; etc. 

★ FREE - 24 houir tuiriii-aroAiinidl service 

★ FREE - Veucher for furtheir swaps; 




TO ORDER PLAYSTATION TAPED CALL OUR CREDIT CARD HOTLINE ON 
OR FILL IN THE COUPON BELOW 


‘Zf 0>7l 388 7380 


Send this to FULL CIRCLE DIRECT, 58 - 60 FITZROY STREET, LONDON, WIP 5HT 

NAME & ADDRESS. 


.. POST CODE.., 


TELEPHONE (DAY).., 
(EVENING). 







Nintendo 64 
Sony Playstation 
Sega Saturn etc 

New & Secondhand 
Official & Import Games 
Mail order or come 
into our shop 




CA Games 

De Courcy’s Arcade 
Cresswell Lane 
Hillhead 

Glasgow G12 8AA 

Tel 0141 334 3901 


VISIONTRONXC GAMlfeg 

TEL: 01942-796016 after 7pm 
FAX: 01942-886965 76 TYLDESLEY RI) 

MOBILE: 0973-292244 ATHERTON 

(Help. Eng. Information) _ MANCHESTER M46 9DG 

SUPER NINTENDO SEGA MEGADRIVE SEGA SATURN 
PLAYSTATION PRO FIGHTER 

EM IPLAYSTMTON Nintendo 64 with i game 

£400 with 2 game#. £4S0 

WITH! MSTIRIUCTON & 1MGMM SPra ^lffi ,Rwr ’ 

AUTO BOOTUP NO MORE SWAP DISC FLAY .. 

USA UK JAP HONG KONG DISC 

PLAYSTATION CONVERSION ..£45 

(WILL ENABLE TO PLAY ANY IMPORT GAME) 

SEGA SATURN 50/60 Hz.£30 

SUPER NINTENDO 50/60 Hz and GAME CONVERSION 

WILL PLAY ANY JAP. USA. UK. GAME .£25 

' "3GADRIVE 50/60 Hz GAME CONVERSION .£20 

PAIR PLAYSTATION / SATURN .FROM £25 

R.G.B. TO RF .£35 

CONSOLES NTSC AV TO PAL AV OR RF .£60 

BC ART LEAD (full pin) JAP.£16 

-!.G.B. CONVERSION.£35 

I.G.B. TO PAL RF.£65 

“ ITENDO 64).£75 

jmm > sbljl 

SNES VCD GAMEA LASERDISCS 
RECORDABLE CD 

— 


Please rush me Issue 3 _) Issue 4 Q Issue 5 0 of Playstation Taped. 

I enclose Cheque/Postal Order for £4.99 per copy 
I wish to subscribe to playstation taped for six months and blag a free gift, 

I enclose cheque/Postal Order for £24.00 

I wish to subscribe to playstation taped for twelve months and blag a free gift, 
I enclose cheque/Postal Order for £39.00 


□ 


I would like my subscription to start from Issue 
The free gift I would like is (subscribers only) 


SCARTLEAD □ S-VIDEO CABLE □ 

SYSTEM LINK CABLE □ JOYPAD EXTENSION LEAD □ 

PLEASE MAKE CHEQUES PAYABLE TO FULL CIRCLE DIRECT 

Overseas Customers Please add £2 per Item and £12 for 6 Months subs and £24 for 12 Months subs 





























































the specific events that led to 
your injury will probably be 
your first priority, but will you 
miss the only opportunity to 
prevent one of the other bad 
happenings whilst preoccu¬ 
pied with your own fate? 
Secondly, your present self 
must never come into contact 
with your past self, as this (as 
any Doctor Who fan will tell 
you) will cause a ripple in the 
space/time continuum and 
consequently the end of the 
universe. Even getting within 
200 yards of your other self 
will drain your energy. In other 
words, you're working to a 
strict time limit, always having 
to stay one step ahead of 
yourself. Heaven help you if 
you take too long solving a 
puzzle or don't look where 
you're going. 

Gamewise, it's an adult 
arcade adventure; Resident 
Ew/with less blood and more 
pressure. Could be fun. Okay, 
we've thought of the idea, all 
we have to do is produce the 
game. How hard can that be? 
Surely all we need is a few 
quid and some pointers from 
our friends in the industry... 


* 


Clockwatcher is an action-packed arcade adventure of 
time travel and problem solving. Or at least, it would be. If it 
existed. We thought we’d make our own game, you see. We 
left it to Adam Peters to put in the petty cash reguest... 


ideo sequences at the 
beginning of games 
never seem to serve a 
purpose, do they? Until 
now, that is. Introducing 
Clockwatcher , a game in which 
the opening FMV segment 
actually contains clues essen¬ 
tial to solving the game. What 
you get is a four minutes 
sequence of events that have 
led to your character sustain¬ 
ing a fatal injury, the murder 
of several close friends, the 
kidnapping of the Royal Family 
and (for good measure) the 
destruction of much of West¬ 
ern Europe by a satellite- 
based weapons system. 

Fortunately, you've got 
access to a time machine - it 
came free with the dishwasher 
or something - and you've 
travelled back to before the 
events you've just witnessed. 
You've only got one shot at 
this. By whatever means nec¬ 
essary you have to change the 
sequence of events you've 
seen in the FMV sequence, so 
that all the bad stuff no longer 
actually happens. 

A couple of problems, 
though. Firstly, you're fatally 
wounded. Trying to reverse 
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Fergus 
McGovern of 
Probe states 

THAT THE 
DEVELOPERS 
RECEIVE 
BETWEEN FIFTY 
AND EIGHTY 
UNSOLICITED 
SUBMISSIONS 
PER MONTH. 
"WE TRY TO 
GO THROUGH 
THEM ALL" 
HE SAYS. 


0 ell, we thought it 
was only going to 
take a couple of 
anonymous phone 
calls, but the soft¬ 
ware houses don't 
seem to be falling over them¬ 
selves to buy the idea for 
Clockwatcher off us. They 
keep on insisting that we 
send our idea in writing. I bet 
they don't even read them. 
Fergus McGovern of Probe 
Entertainment disagrees: 

"We get maybe fifty to 
eighty submissions a month, 
a mixture of demos, routines 
and ideas for games. We try 
to go through them all." 

Stephen Hey of Ocean opts 
for a combination of encour¬ 
agement and honesty: "We 
get lots of people sending in 
ideas for games. We've made 
factsheets about game 
design/production to send 
out to people. Commercial 
realities mean that a lot of 
the game ideas we receive 
wouldn't succeed. Some 
people's perfect game is 
just that - a game that 
would sell to them, and 
maybe a couple of other 
people if we're lucky. If you 
do send a game design 
to a software house, 
keep a copy (for 
copyright and 
your own 
records). Once 
you've done a 
design docu¬ 
ment and got 


some interest, you should do 
a much bigger document 
with everything in it - maps, 
options, controls, etc. This 
document should be a hun¬ 
dred or more pages long." 

Martyn Brown of Team 17 
offers the following advice: 
"If a member of the public 
has a great idea for a game, 
they should send it to people 
who reliably produce good 
games and know what they 
are talking about. Send it to 
someone whose style proba¬ 
bly 'fits' the theme and atti¬ 
tude of the game content. An 
original idea can be worth a 
lot of money. Ask Andy 
Davidson, he's a very wealthy 
young man, if a little loopy." 

Ah, Mr Davidson, creator 
of Worms. A fine example of 
someone walking in off the 
street with a best-selling 
game idea, but he'd actually 
programmed a demo of the 
game, hadn't he? " Worms 
was brought to us as an 
unfinished Amiga game and 
something about it just 
shone through," admits 
Martyn Brown. 

"The first version of Worms 
that Andy Davidson took to 
Team 17 was written relative¬ 
ly quickly," adds Stephen 
Hey of Ocean, who published 
the game on the PlayStation, 
"but then you start improv¬ 
ing the graphics, adding 
more levels... it's always pos¬ 
sible to make a game better. 
You could carry on doing it 


for years, trying to make the 
perfect game." 

Yeah, but how about if we 
just came up with the idea for 
a game? You bung us the 
money, then we'll sort out 
the programming side of 
things (or maybe bugger off 
to the Bahamas with the cash 
instead). "It would be 
extremely unusual for a pub¬ 
lisher to fund an individual to 
develop a game," warns 
Martin Alltimes from Sony, 
the producer of Broken 
Sword. "Your best bet would 
be to try and get a position 
as a game designer within a 
publisher or developer. 
Alternatively you should put 
together a small team of pro¬ 
grammers and artists. 

Initially this might need to be 
only two to three 
people. Crash 
Bandicoot started 
life as a two-man 
project." 

So where do 
the ideas for 
games come from 
if it's not the pub¬ 
lic? Martyn Brown: "In a cre¬ 
ative environment such as a 
development office, there's 
certainly no shortage of 
ideas. We have to filter these 
out and decide which would 
make good games - unfortu¬ 
nately lots of great ideas 
make very poor games!" 

Fergus McGovern: "With 
our upcoming title Condem¬ 
ned, the team were so into 
the style of the game that 
they reckoned they could 
make a game of that genre 
really well. Die Hard Trilogy 
was a licenced product so 
there were restrictions, but 
we worked closely with 20th 
Century Fox on the game." 

"Ideas tend to come from 
thin air," offers Joss Ellis, 
head of internal development 
at Virgin. "Good teams stay 
together for quite some time. 
Whilst finishing one game 
they're already thinking 
about a new one. The idea 
might come from a book, 
other games, a dream... they 
then pitch us the idea. If we 
like the sound of it we ask for 
two weeks worth of script 


work. Very occasionally an 
idea will come from the mar¬ 
keting department." 

Going it 

alone Okay, we get 
the picture. Coming up with 
the idea isn't enough, we're 
going to have to develop and 
program the game as well. 
It's quite easy, isn't it? 
"Assembling a quality team 
that can deliver on schedule, 
the technical guidelines and 
the costing will be your 
biggest problems," warns 
Martyn Brown. "You're look¬ 
ing at a total development 
time of 4-12 man years for a 
PlayStation title, depending 
on the amount of visuals in 
the game." 

Sony will publish the game 


for us, surely? Based on two 
sentences of plot written on 
the back of a Marlboro pack¬ 
et and biro drawings of the 
main characters... Martin 
Alltimes is unimpressed: "If 
you were one of the larger 
development houses, we'd 
expect a lot more. Typically 
the developer would have 
spent months working on the 
game design, drawing up 
plans of all the levels, charac¬ 
ters, etc. We also expect a 
playable prototype of the 
game so that we get a good 
idea of what it would look 
and feel like. If you were a 
small developer, we tend to 
be more flexible because 
they are usually less experi¬ 
enced and have fewer 
resources. They tend to 
require more guidance and 
help when it comes to 
putting together design doc¬ 
uments and prototypes." 

Perhaps we could do it as a 
licenced game? Would that 
be easier? "It is harder to 
develop an original game," 
admits Brown, "but I don't 
think our people would be 


“There’s certainly no 
shortage of great ideas 
but many make very 
poor games” 





















happy having to stay within 
the confines that a licence 
would mean. I hear lots of 
industry horror stories from 
developers working on "prop¬ 
erties" where the licensee has 
very strong views on how the 
materials/characters are por¬ 
trayed. Most artistic licence 
is lost in those circumstances. 
And yeah, it"s harder to mar¬ 
ket an original product, but 
the rewards for doing it well 
can be great." 

Fergus McGovern is also a 
fan of original titles over 
licences: "Before Probe were 
acquired by Acclaim, we were 
very much a work-for-hire 
studio. Publishers came to us 
with ideas or licensed prop¬ 
erties they wanted converted 
to a particular platform. 

Since the acquisition we"ve 
been busy working on origi¬ 
nal titles. We"re currently sit¬ 
ting on a really stunning 
product ( Condemned) that we 
can"t disclose anything about 
at the present time, except 
to say that we no 
longer have to set a 
completion date 
when we say the 
game is 70% done. 

We keep 
working on 
a game 
until we 
think it's the 
most perfect 
thing we"ve ever 
done. Would we have worked 
like that before? Maybe, but 
now programmers and artists 
can use their imagination and 
do what they think is cool."" 

Developing 

T ime S It's supposed 
to take 18 months to develop 
a PlayStation game, but peo¬ 
ple have said that time will 
drop as coders get more used 
to the hardware. Just how 
long do we have to wait 
before it"s possible to pro¬ 
duce a game like Clock watch¬ 
ers a weekend? 

""I don't think development 
times do come down as peo¬ 
ple get more accustomed to 
the hardware,'" says Brown. 
"People always like to con¬ 
tinue experimenting even 
more and find new routines 
and ideas, so the speed-up is 
barely noticeable." 

The man from Sony goes 
even further: "Development 
times are definitely increas¬ 
ing. This is partly down to the 
complexity of the games, but 
also the financial commit¬ 
ment involved, with publish¬ 
ers and developers wanting 
to be sure that the money is 
going to be well spent. This 



means a lot of time is now 
being invested at the begin¬ 
ning of a project, during the 
prototyping and design phas¬ 
es. It is during this period 
that many of the critical 
questions about a game's via¬ 
bility have to be be answered 
before vast resources are 
committed to a game that 
hasn't got a chance." 

So why does a game take 
so long to develop? 

McGovern cites changes in 
the process of developing 
games. "Now it's all about 
high-end tool management, 
motion capture, sound, music 
and special effects. Games 
are produced by very spe¬ 
cialised people now. Each 
individual section of a game 
has a different expert. The 
whole thing is put together 
by the producer piecing 
together the separate bits." 

According to Virgin's Joss 
Ellis: "In total man-years, the 
graphics involve the most 

- work, but it's usual- 

lythepro- 
gramming 
that holds 
the project 
up. I've 
never seen 
the art hold 
something 
up, though at 
the end of the 

_ wr project artists do 

tend to go back and retouch 
their earlier work." 

Stephen Hey values the 
artists even more highly: 
"Because there is more at 
programmers disposal nowa¬ 
days, in the form of routine 
libraries, programming is a 
lot easier. There's more of a 
concentration now in game 
design and originality of visu¬ 
als. The designer, graphics 
artists and character artists 
are really important. Pro¬ 
gramming is not as valid a 
skill as the ability to make 
things look different." 

Hello Sony 

So how often is the develop¬ 
er in touch with Sony? If 
they're making the game for 
Sony themselves, pretty 
much all the time. "Because 
Sony Europe only work on a 
small number of titles at any 
one time, we tend to work a 
lot more closely with the 



developer," says Alltimes, 
"giving them advice and sup¬ 
port throughout the produc¬ 
tion cycle of the game. We 
also have regular internal 
reviews, where people not 
associated with the game 
evaluate the code. They give 
the developer and myself an 
objective opinion on the 
game so we can ensure that it 
still meets a quality thresh¬ 
old. All this additional com¬ 
munication and feedback 
means that the final quality 
of the product is much high¬ 
er." 

For those not directly 
working for Sony, the sub¬ 
mission process for a 
PlayStation release is usually 
a painless one. "Sony are 
involved from the very begin¬ 
ning," says Hey. "We register 
the games we have in devel¬ 
opment with them. They 
have a library of routines that 
programmers can use which 
are very useful - no-one 
knows the machine better 
than Sony do." 

Over at Virgin, meanwhile: 
"We send the game to Sony 
quite late on in the develop¬ 
ment cycle. They're very 
helpful. They have a set of 
guidelines; the X-button on 
the joypad should always 
move you forward, the screen 
should never go blank for 
more than five seconds, 
things like that. The guide¬ 
lines are good because they 
mean a PlayStation owner 
can pick up pretty much any 
game and get it going with¬ 
out having to look at the 
manual. Sony are pretty good 
in that they tell you straight 
away if you've failed the sub¬ 
mission process. If the Sony 
test group don't find any 
major bugs, they pass the 
game and it goes into pro¬ 
duction. They guarantee a 
four-week turnaround on 
their manufacturing process 
and it's not in their interest 
to be slow. Sometimes they 
come up with additional 
gameplay ideas, but it's usu¬ 
ally too late by then to 
include them." 

Time’s up so 

back to Clockwatcher and 
how important is it for us to 
have a strong, identifiable, 
original character starring in 






the game? Very, says Hey. "If 
you've got Crash Bandicoot or 
whatever it's a real hook. For 
a hardware manufacturer, it's 
so important, as Nintendo 
and Sega have proved. For 
software houses a strong 
original character is a unique 
selling point." 

McGovern agrees: "If 
you're trying to exploit a 
game across many different 
media - film, television, car¬ 
toons, mugs, etc - a strong 
character is a good way to 
combine a great product with 
a great game. Would that 
character make a good toy 
line? A good comic? Our par¬ 
ent company. Acclaim, 
bought a comic company last 
year, which could be useful 
for tie-ins." 

Finally, how easy would 
Clockwatcher be really in 
PlayStation development 
terms? "A game like Resident 
Evil would be difficult," 
warns Ellis. "With 3D back¬ 
grounds and motion capture 
you'd need a lot of people 
and there would be a lot of 
blind alleys, with texture 
memory and lots of other 
things having to be re-done. 

It would cost a lot more to 
develop than something like, 
say. Micro Machines which is 
more defined with less tech¬ 
nical risks." 

So developing games is a 
risky business? "There are a 
lot of risks involved. Some 
teams are on their third 
PlayStation game by now. 
They really know the machine 
- how do you compete with 
them? With the size of the 
budgets for modern games, it 
only takes a couple of mis¬ 
takes to bankrupt your com¬ 
pany. You've started to see 
some developers going to 
the wall recently, but overall 
it's still a fun industry to be 
in. Getting good reviews and 
seeing your product on the 
shelves is very enjoyable." 

Well, it all sounds 
a bit too much like 
hard work to us. 

However, if any¬ 
one out there 
wants to take 
the risk on 
Clockwatcher 
and lend us a 
few hundred 
thousand... > 


(Top to 
Bottom): 
Steven Hey 
of Ocean, 

ONE OF THE 
TEAM RESPON¬ 
SIBLE FOR GET¬ 
TING Worms 
ONTO THE 
SHELVES. 

Martin 
Brown of 
Team 17, the 

DEVELOPERS 
WHO TOOK 
THE IDEA AND 
MADE IT A 
SUCCESS. 

Andy 

Davidson, 

THE CREATOR 

of Worms, 

WHO TOOK HIS 

idea to Team 
17 IN THE 
FIRST PLACE. 
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That 14/as then .. 


Some of 
Peter Scott's 

MOST SUC¬ 
CESSFUL 
GAMES WERE 
INDISPENSABLE 
ON FORMATS 
SUCH AS THE 

Commodore 
Amiga and 
the BBC 
Micro . 




I had my first game 
published in 1982, 
when I was 16, and I 
continued writing 
games for the next 
ten years. Mainly I 
wrote conversions for the 
BBC and Acorn Electron com¬ 
puters - games like Sim City 
and Last Ninja - as well as 
Krusty's Super Fun House for 
the Nintendo NES. I've writ¬ 
ten original titles for the ZX 
Spectrum, BBC and 
Commodore Amiga. 


These days Peter Scott is a 
successful television producer, 
nicknamed The King of Canary 
Wharf, but for the first decade of 
his working life he wrote computer 
games from his home in 
Newcastle. Here he tells us how he 
would have produced our game 
back in the olden days... 


"In those days one pro¬ 
grammer would write the 
entire game, including the 
music and graphics. An origi¬ 
nal title took from two weeks 
to two months to write, with 
conversions often taking 
longer as you needed to get 
them looking as close to the 
original as possible. All I used 
to receive from the software 
houses when they wanted a 
conversion done was a copy 
of the game in its original 
format. I had to look through 
the games magazines for 
maps, and play through the 
game, pausing to see what 
each screen was supposed to 
look like. 

"Payment tended to be in 
the form of a lump sum on 
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completion, followed by roy¬ 
alties, initially 50p for every 
copy sold, rising to £1 once I 
had become established as a 
'name'. The game I made 
most from was Last Ninja 
which earned me at least 
£20,000 for ten weeks work. 
The next highest earner was 
Predator on the BBC (the 
PlayStation of its day), which 
brought in £15,000 for five 
weeks programming. 

"I'm sure I'd be earning a 
lot less money in relative 
terms if I was a programmer 
on the PlayStation today. I 
always worked on my own at 
home and I know I'd be argu¬ 
ing all the time with the 
artists and musicians if I was 
working in a big team, even 
though I know I couldn't do 
their job. I always hated 
doing the music for games. I 
just used to scan bulletin 
boards for computer versions 
of current pop hits that peo¬ 
ple had written. I discovered 
that if you played these back¬ 
wards they usually made for 
brilliant game tunes. I've lost 
count of how many of my 
games featured backwards 
versions of Golden Brown or 
Tubular Bells. 

"I suppose there's more 
job security now. If a game 
takes 18 months to develop 
at least you have a steady 
income for that period. I was 
quite lucky that while I did 
often go for months without 
selling a game, I actually 
earned a decent amount 
when I was working. A lot of 
programmers in those days 
made next to nothing, 
though on the other side 
there are some who became 
millionaires as a result of four 
weeks work. 

"More people will get to 
see your game now. In my 
day a game would sell maybe 
30-40,000 copies. There was 
no world market, UK games 
only sold in the UK. On the 
other hand, fame was easier 
to come by. A programmer is 
lucky to get a quick name 
check in Edge magazine now, 
but back then, the games 
magazines were full of gossip 
about programmers. 

"Not all press coverage 
was welcome. Once I man¬ 
aged to sell the same game 
to two different companies. 

It wasn't intentional. I used 
to write a game and send it 
off (unsolicited) to a soft¬ 


ware house - 95% of the 
time they told you to piss off. 

With this game I sent it off to 
one company and when I had¬ 
n't heard from them after a 
month, I made a few 
improvements and sent the 
game to another company. In 
the end they both got back 
to me. One game was called 
Land of the Free and the other 
was Quest For Freedom. A bit 
of a giveaway, perhaps, cer¬ 
tainly as far as the [now 
defunct] magazine Popular 
Computing Weekly was con¬ 
cerned. The scandal made 
their cover, but I lied a bit 
and got away with it. 

"The industry was full of 
cowboys in those days. If you 
think about it tape duplica¬ 
tion is the dodgiest side of 
the music industry and most 
games were coming out on 
tape back then. Companies 
would often go bust so they 
didn't have to pay people 
bonuses, then reform under a 
different name. I remember 
one company I worked for 
went bust two days after I'd 
seen the boss on a television 
documentary talking about 

This 

We want 
Clockwatcher 

on the shelves 
as guickly as 
possible. We 
know how it was 
done - now we 
turn to today’s 
decision mak¬ 
ers and find out 
how easy it is in 
the current 
marketplace. 

















his leather fetish. 

"Of course, we program¬ 
mers had some scams going 
too, especially if we were 
working from home with lit¬ 
tle contact with the software 
houses we were working for. 

I had a list of five hundred 
different excuses for not hav¬ 


game's completion 
approached, they kept 
increasing our wages if we 
promised we'd finish the 
game on time. The producer 
foolishly let it slip that they 
would be fined $10,000 a day 
by their American parent 
company if the game wasn't 


“I discovered that if you placed a 
floppy under a telephone, the ring¬ 
ing would corrupt the disk.” 


ing finished the work on 
time. If all else failed, I dis¬ 
covered that if you placed a 
5.25-inch floppy disk under 
one of those old-style tele¬ 
phones with bells, and then 
rung the number, the ringing 
would totally corrupt the 
disk. If my employers were 
hassling me to see something 
I'd then post them a corrupt¬ 
ed disk to buy myself a bit 
more time. 

"I once worked as part of a 
team for a company that is 
now one of the biggest pub¬ 
lishers of PlayStation games. 
As the deadline for the 


finished on time. We'd actu¬ 
ally finished the game over a 
month earlier, but we knew 
we were onto a good thing. 
We delayed giving it to them, 
eventually pushing our wages 
up to £1000 a week. I think 
we waited until the day after 
the deadline before deliver¬ 
ing the game to them. They 
still asked us back to write 
the sequel! 

"I don't think the industry 
is as exciting these days. The 
graphics and sound are obvi¬ 
ously light years better, but 
there just isn't the gameplay 
any more. Big production 


budgets don't necessarily 
mean better games. Dozens 
of people worked on Resident 
Evil , but look at Worms - that 
can't have taken more than a 
couple of months to program 
on every format and it's 
twenty times better. Game- 
play is the easiest thing to 
do, people don't realise just 
how easy (there are only 
Twenty Golden Rules of 
Gameplay), but a lot of pro¬ 
grammers these days are sim¬ 
ply technoheads who just 


were wasting your time if you 
spent more than three 
months on a game. Today the 
best thing for a would-be pro¬ 
grammer to do is write a 
demo level and send it to 
someone like Sony who have 
the money and resources to 
invest in doing it properly. 

As for Clockwatcher , the 
idea of watching the FMV 
section at the start is good, 
but there are problems with 
the idea of there being things 
happening in the game that 


From the 

EARLIEST DAYS 
OF HOME 
ENTERTAIN- 

menTj Peter 
Scott was 

CREATING HIS 
OWN GAMES 
AND SELLING 
THEM. 



don't understand the games 
or gameplay. 

"Unfortunately, you just 
can't write a game on your 
own any more. In the days 
when machines had a limited 
number of colours and sound, 
it was possible - in fact, you 


you have no control over. It 
sounds very linear, something 
you wouldn't play again once 
you'd finished it, but I'll write 
you a BBC or Amiga version if 
you like. £5,000 advance plus 
royalties. We can have it on 
the shelves for Christmas." 


is now... 


HOW LONG? 

Virgin: "A PlayStation game 
takes 18-24 months to devel¬ 
op, including a three month 
scripting and planning phase 
at the start, which is vital 
bearing in mind the size of 
current development teams." 

Ocean: "You're looking at a 
typical cycle of 18 months." 

Team 17: "The average 
game development and pub¬ 
lishing cycle is more or less 
18 months these days. The 
game concept and schedule 
are bounced around for three 
months plus, followed by a 
year of solid development. 
The beta-test and submission 
process takes four months." 

Sony: "It depends on the 
scale of the project. Driving 
games like Porsche can be 
produced in 12-15 months, 
whereas Broken Sword took 
over two years." 

HOW MANY? 

Virgin: "Usually you have a 
team of three to five pro¬ 


grammers and a minimum of 
five graphics people, though 
some games have a lot more. 
Resident Evil had about sixty 
people working on it. There 
was only a core team of a 
team leader plus four others 
for the first 3-4 months, then 
we started hiring in loads of 
art people, plus a musician 
and sound effects person." 

Ocean: "The teams at 
Tribe [internal developers] 
are a minimum of twelve 
people, including traditional 
artists, set designers, profes¬ 
sional musician, etc." 

Team 17: "On average, 3-4 
core people lead a project 
(usually two coders and two 
artists) and others join as and 
when they are required. In 
the case of X2, as an exam¬ 
ple, the core team was one 
main coder and one main 
artist, with the following 
pitching in; support coder 
(menus - 4 months), musician 
(all sound FX and audio - 5 
months), two FMV/3D model 



artists (6 months each), assis¬ 
tant producer (7 months) and 
producer (18 months). This 
doesn't include key people 
such as testers, who play a 
vital role." 

Sony: "Broken Sword 
involved over thirty people, 
not including actors." 

HOW MUCH? 

Virgin: "If you were start¬ 
ing from scratch, setting up 
your own development 
house, buying a building and 
equipment and hiring a team 
of nine people, you're proba¬ 
bly looking at a total of £1 
million (including set-up 
costs) to produce your first 
PlayStation game. Add 
£500,000 for marketing and 
promotions (giveaways, etc) 
plus another £500,000 for 
packaging and production. 
That's for a pretty good 




game, of course." 

Ocean: "It's difficult to 
say, I don't have the figures. 
It's a six figure sum, though, 
which is why games are often 
simultaneously developed for 
multiple formats." 

Team 17: "Games featuring 
a lot of FMV or a large 
amount of animation can be 
very costly. It all depends 
on the number of people 
involved. You can start at 
about £150,000 as a rough 
estimate for developing 
something like X2 on the 
PlayStation, and that's a 
relatively inexpensive 
project these days." 

Sony: "At the bottom 
end there are games being 
made for around £250,000, 
but at the top end it can 
be anywhere from £1-£2 
million. Broken Sword 
cost £1 million." ►> 


Eighteen 

months 

SEEMS TO BE 
THE AVERAGE 
TIME IT TAKES 
TO PRODUCE A 
SUCCESSFUL 
PRODUCT 
ESPECIALLY 
ADVENTURE 
GAMES SUCH 

as Resident 
Evil and 
Broken 


Sword. 
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game provides. 

"Then we start talking 
about it. In-house at 
Codemasters there are about 
ten of us that will start 
throwing ideas around, 
pointing out what the best 
things about the game are, 
which are the key elements 
that will make games players 
sit up and pay attention. The 
game will then start making 
an appearance out of house 
to a very select band of peo¬ 
ple we consult with, officially 
and non-officially. This 
ranges from ad agencies, the 
PR agency, a couple of retail 
buyers, magazine writers and 


Okay, here we are, 18 months and a million 
quid down the hypothetical line, we’ve made 
our game. So how do we go about getting 
shops to stock it and punters to buy it? Richard 
Eddy, a former games magazine editor, is PR 
and marketing guru at Codemasters. Here’s 
how he’d sell our game... 




Right, we'll pre¬ 
sume that 
Clockwatcher is 
what's called in the 
trade a Triple A 
title. Basically, it's 
mass market, it's got a bril¬ 
liant hook and it's a bloody 
smart game. How do we 
judge that? It's a complete 
science in itself, judging 
gameplay. But we're bug¬ 
gered if we're letting on 
about the 'exactly how...' 
Just say, we know. 

"So, marketing the thing. 
Where do you start? Simple 
really (although it's surpris¬ 
ing how many marketers miss 
this point), you play the 
game, get to know the prod¬ 
uct. Understand it inside out. 
And let's be honest, if us 
marketing folks are gripped 
by the game it's a fair indica¬ 
tion of where the game is 
going. Most of us in market¬ 
ing don't care much for tech¬ 
nicalities of processing bol¬ 
locks - all we care about is 
how much entertainment the 


- often most important of all 

- our mates. The latter are 
important because they 
don't get caught up in the 
politics of the business, they 
see the game as exactly what 
it is - as a game. 

"From all this talking, gen¬ 
erally involving pubs, copious 
amounts of beer (imagination 
lubrication) and an inordinate 
amount of ridiculous ideas (ie 
Lily Savage on a gold-trim 
chaise lounge holding the 
game between her teeth), we 
hopefully come to some kind 
of conclusion on how the 
game is 'positioned'. Who is 
it aimed at? 

"PR is the first thing we'll 
kick off. We start telling 
everyone how fab the game 
is, what the best features 
are, why they should want to 
know about it. We'll demo 
the game in an early stage 
around the magazines - not 
only to get work-in-progress 
or preview features moving 
but also to get first impres¬ 
sion feedback. If a games 


reviewer thinks an 
element of 
Clockwatcher is 
ropey - perhaps the 
FMV sequence does 
not flow well enough 
or is corny - there's 
time to re-think and 
change it if necessary. 

"On to advertising, start¬ 
ing with the specialist press 
(games magazines). The read¬ 
ers of these mags are your 
core market, if they don't 
start spreading the word on 
how fab your game is no-one 
will. But why advertise when 
your game gets so much cov¬ 
erage in news, previews and 
reviews? It's more about 
maintaining coverage. Say 
Clockwatcher is set for 
release in January. We'd be 
looking for editorial features 
(news, previews) from 
September to start building 
interest in the game. Then a 
review might appear in 
December. All well and good. 
The core market is wowed by 
the 95% the game receives 
and start telling their mates 
about it. Next month? 

Blimey, there are another 
two games that have scored 
92% and 94% - do the read¬ 
ers remember Clockwatcher s 
score from last month? 
Dunno. You can't guarantee 
anything. A well-executed, 
well-placed ad with an arrest¬ 
ing image that repeats choice 
quotes from last month's 
review will remind readers 
that Clockwatcher is about to 
hit the streets. 

"That's the core market, 
but not everyone who owns a 
PlayStation reads the games 
mags. Such is the way that 
Sony marketed the machine - 
by placing it at gigs, in night¬ 
clubs, etc - that PlayStation 
owners are a mixed lot who 
are as likely to be reading 
LoadedMuzik , Sky , Select or 
Attitude as they are to be 
nosing through the latest 
issue of PlayStation Plus . 

From what we have 
heard of 

Clockwatcher , those 
magazines would 
be suitable 
media for 
press ads to 
appear; they 
attract affluent males 
aged 18-30. The most 
difficult market to hit 
is those people 
who have 



PlayStations but aren't hard¬ 
ened gamers. They maybe 
only buy one or two games a 
year. Perhaps we could 
advertise on television, buy¬ 
ing slots within the shows 
that we think will attract the 
right sort of audience; TFI 
Friday , The Simpsons and The 
X-Files. People are always 
looking for new ways to 
advertise; giving away post¬ 
cards at cinemas has been 
popular this autumn. Over 
the past five years video 
games have become part of 
the mass entertainment mar¬ 
ket and a few ads and PR in 
games mags may not be 
enough to promote a game 
these days. 

"So now we're launching 
our game into retail. Initially 
we will have sent mail-outs 
and tried to get plenty of 
coverage in CTW [video 
games trade magazine]. The 
next stage is to demonstrate 
the game, holding one-on- 
one gameplay sessions with 
the Head Buyers from the 
retail chains. We also tell 
them how we're going to 
market the game (which pub¬ 
lications we will be advertis¬ 
ing in, etc). We are very keen 
to involve retail in promo¬ 
tions, with poster displays 
(bought space in windows), 
the game running in store 
and so on. 

"The final thing we need to 
launch Clockwatcher on the 
public is a good PR stunt. 
Bearing in mind the nature 
and title of the game, a nice 
idea might be a laser projec¬ 
tion, displaying the logo and 
slogans on the clock face of 
Big Ben. This wouldn't just 
be for the benefit of any who 
happens to passing at the 
time. You'd film and photo¬ 
graph the stunt and circulate 
the pictures. With a bit of 
luck it will irritate people in 
the House of Commons, lead¬ 
ing to more press coverage. 
"The more people who 
know about Clockwatch¬ 
er , the more people will 
discover what a great game 
it is. If the game is on 
a par with Resident 
Evil , you could 
expect to send 
40-50,000 copies 
to the stores on 
launch, with a sell- 
through of maybe 
70,000 over about 
3-4 months." 





























IT'S DIRTY AND DANGEROUS... 


...OPPONENTS DON'T CARE 
HOW THEY FORCE YOU OFF... 


...THE ADRENALIN PUMPS AS 
YOU BATTLE AGAINST SIX OF THE 
DIRTIEST OFF-ROAD TERRAINS... 



OFF ROADING- 

IT'S A DIRTY GAME 

BUT YOU'VE GOT TO PLAY IT! 




PlayStation 


...THE SOUNDTRACK THUMPS 
AS YOU SWEAT AND SLIDE 
THROUGH IMPOSSIBLE TURNS 
AND AXLE-BUSTING DROPS... 

...ONLY EXTREME SKILL AND 
CONCENTRATION CAN KEEP 
YOU IN THE GAME NOW... 

...BECAUSE YOU'RE HAVING 
THE TOUGHEST, DIRTIEST 
EXPERIENCE OF YOUR LIFE. 
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nal games were. Soviet Strike 
remains faithful to the past, 
recreating the age-old sce¬ 
nario of one helicopter verses 
the world, but it's not as 
though Soviet Strike is a sim¬ 
ple 16bit rehash. It takes 
advantage of the 
PlayStation's power, and a 
therefore it is best described 
as an advancement over the 
original, rather than a com¬ 
plete change. 

For example, the heli¬ 
copter flies in pretty much 
the same way as the first 
Apache, rotating and jinking 
to either side with ease. 
However, the chopper is 
more intelligent and can no 
longer accidentally crash into 
buildings and scenery. ►► 


During the 
Black Sea 

STRIKE THE 
COPILOT GOES 

AWOL , 

ESCAPING IN A 
SPEEDBOAT 
AND WEAVING 
IN BETWEEN A 
FLEET OF 

Russian 

CRUISERS. 


here are two 
, ways to start 
) this review. I can 
r either opt for 
the cliched play on 
words, rambling on about the 
Russian work force downing 
tools in a mass walk-out. 
Alternatively I can skip the 
predictable intros and, in 
keeping with the PlayStation 
Plus tradition, go straight for 
the facts. The facts it is then. 
1) Desert Strike has won 
numerous awards from 
around the globe. 2) It 
spawned two other games, 
namely Jungle Strike and 
Urban Strike. 3) Soviet Strike 
is the latest in the series. 

So now that you're up to 
speed on the history of the 
Strike series, let's concen¬ 
trate on the game in hand, 
Soviet Strike. Electronic Arts 
has taken the Strike concept 
and brought it up into the 
32bit era, adding cosmetic 
flesh to the all-too familiar 
game skeleton. The unrealis¬ 
tic bitmapped graphics of old 
have been replaced by a slick 
photo-realistic environment, 
a completely 3D world com¬ 
prised of desert wastelands, 
built-up cities and vast 
oceans. It's a living, breath¬ 
ing reality which continues 
regardless of your presence, 
a world over which you have 
very little control - until you 
climb inside the cockpit of 
the Super Apache combat 
helicopter, of course. Then 
all hell breaks loose. Red 
alert klaxons siren, enemy 
troops run around like head¬ 


less chickens and explosions 
rip through the front lines as 
the latest in military hard¬ 
ware makes its mark on 
Soviet Strike's virtual reality. 
Even after all these years, the 
Strike series is still the cause 
of wanton death and destruc¬ 
tion, but now everything's in 
glorious 32bit 3D. Smart. 

Iferca nfrgEi 

Before we sing Soviet Strike's 
praises, let's strip away the 
cosmetic facade and look at 
the bare bones of the game- 
play - is it drastically differ¬ 
ent from the first three Strike 
games? Not really, no, but 
then that's a good thing, 
bearing in mind how absorb¬ 
ing and innovative the origi¬ 
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The counter¬ 
attack 
against The 
Shadowman's 
army is 
stretched 
across five 
campaigns, 
each divided 
into a number 
of smaller 
missions in 
which strate¬ 
gic targets 
must be 
eliminated to 
cripple the 
enemy's 
chance of 
success. 



CRIMtA 

A WASTELAND PLAGUED BY 
HEAVY SNOWFALL, THE OBJECTIVE 

of Crimea campaign is to pen¬ 
etrate THE ENEMY HEADQUAR¬ 
TERS LOCATED IN THE NORTH. 

From here it'll be possible to 
hack into The Shadowman's 

FILES TO DISCOVER THE SECRET 
LOCATION OF HIS HIDEOUT. 

However, communication 

LINKS BE SEVERED BEFORE THE 
ATTACK CAN BEGIN. 



Instead it auto¬ 
matically hugs 
the undulating 
terrain so 
there's no 
need to worry 
then when 
negotiating tight 
canyons - the 
Super Apache 
always gets 
itself out of 

sticky situations, at least 
when it comes to smash¬ 
ing into the side of a 
snow-capped mountain. 

The Super Apache is a 
later model of the heli¬ 
copter that features in Desert 
Strike. This all-new baby is 
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Incredibly 
the FMV 

SEQUENCES 

in Soviet 
Strike are 

ESSENTIAL TO 
THE GAME- 
PLAY RATHER 
THAN BEING 
LITTLE MORE 
THAN COS¬ 
METIC 
EXTRAS. 




faster and more manoeu¬ 
vrable, but more importantly 
is better suited to combat. 
The weapon payload is heav¬ 
ier and more varied, it's 
equipped with thicker 
armour and is also easier to 
repair. It's capable of carry¬ 
ing troops too, an asset 
which proves invaluable for 
the rescue missions. 

It's the only vehicle on 
offer though -Jungle Strike 
featured the helicopter but 
players could also climb 
inside a combat hovercraft, 
hop on a motorcycle or fly a 
Stealth fighter. Soviet Strike 
has just the Super Apache. 
However, the weapons can 
be configured to suit each 
individual mission, substitut¬ 
ing air-to-air missiles for 
unguided rockets on the 
ground based missions, and 
vice versa. Ordnance can also 
be exchanged for fuel pods 
too, which doubles the fuel 
capacity and making those 
long, drawn out missions 
slightly easier. 



buck si A 

The Shadowman is gathering a 

NAVAL FORCE IN THE BLACK SEA , 
AND IS CURRENTLY LOADING 
TROOPS ABOARD TRANSPORT 
SHIPS IN A QUIET COASTAL HAR¬ 
BOUR. Both an aircraft carrier 

AND A BATTLESHIP ARE REPORTED¬ 
LY PATROLLING THE AREA AND A 
FLEET OF SUBMARINES IS APPAR¬ 
ENTLY PREPARING TO SET SAIL. 

Destroy them before they 

LEAVE THE DOCKS. 



CASPIAH 

Strike must fly across the 
Caspian desert to prevent the 

ENEMY ARMY FROM DESTROYING 
THE FUEL DEPOT IN THE NORTH. 

Tank battalions are gather¬ 
ing TO THE EAST AND THE WEST 
MOVING THROUGH THE ROCKY 
TERRAIN SIMULTANEOUSLY - 
SLOW THEIR PROGRESS BY 
SHOOTING THE BOULDERS WHICH 
CONSEQUENTLY ROLL DOWN AND 
BLOCK THE MOUNTAIN PASS. 




Soviet Strike boasts five topi¬ 
cal scenarios, a series of vast 
campaigns made up from a 
number of smaller missions. 
From the initial raid over the 
Crimea to the grand finale in 
Moscow's Red Square, the 
terrain over which Soviet 
Strike is set is varied and real¬ 
istic. Snow covered hills and 
icy lakes portray the frozen 
wastes of Crimea; the 
Khyber is a sun-blis¬ 
tered desert with few 
signs of indigenous 
life; the Black Sea is 
teeming with enemy 
helicopters and patrol ships 
while the Transylvania cam¬ 
paign, complete with replica 
Castle Dracula, is a gothic 
nightmare polluted by radia¬ 
tion waste. 

Each location is unique, 
both in terms of the scenery 
and also the objects scat¬ 
tered around. Crimea is 
plagued by heavy blizzards so 
to combat the adverse 
weather conditions the 
enemy scuttle around in 
snowcats. Tanks allow the 
troops to move freely 
through the sand dunes of 
the desert while helicopters 
and speedboats make up the 
majority of the vast Russian 


fleet safeguarding the Black 
Sea harbour. 

Adding further to the real¬ 
ism is the fact that the build¬ 
ings blend in with the back¬ 
grounds perfectly, and are 
also 3D as opposed to the 
flat bitmaps of the previous 
strike games. Therefore it's 
possible to view them from 
any angle, something which 
is due to the new chase-plane 
camera view. Easier to 
use than the isometric- 
3D view of old, the 
chase-plane angle 
offers a greater field 
of vision, although 
the traditional cam¬ 
era view has been included 
for Strike veterans. 

Interestingly, everything 
can be destroyed. Buildings 
can be razed to the ground, 
bridges are easily levelled 
with a couple of rockets and 
trees ripped apart with the 
chaingun. Something of an 
overkill, true, but destroying 
everything in sight some¬ 
times has its benefits. 
Supplies are often hidden 
inside buildings, and 
although bagging a few 
roaming deer doesn't reward 
bonus supplies it's still a 
amusing, even if it's to laugh 
at the comic death cry. 

A minor criticism though. 




BRACIIIA 

Dracula's homeland isn't a 
nice place - Russian prison 

CAMPS ARE TESTING CHEMICAL 
WEAPONS ON THEIR CAPTIVES. 

Locate these hell-holes and 

GET THE POWS OUT OF THERE. 
The AREA HAS ALSO BEEN POL¬ 
LUTED WITH RADIOACTIVE WASTE 
WHICH, ALTHOUGH HARMFUL TO 
THE HELICOPTER'S ARMOUR, CAN 
BE USED AS A SECONDARY 
SOURCE OF FUEL. 



The buildings look solid and 
convincing enough when 
erect, but when they explode 
it's a bit, well, pathetic. The 
balls of flame are okay but 
rather than tossing brick and 
rubble in every direction, 
paper thin walls fly off and 
float to the ground. This is 
applicable to pretty much 
every object, from aircraft 
carriers to wooden shacks. 
Admittedly this is a small 
gripe, but when the rest of 
the game looks so realistic 
these explosions are just a bit 
too unconvincing. 



Visually then, Soviet Strike is 
a vast improvement over its 
predecessors. The storyline is 
similar though. Again the 
underground task force 
Strike has been assigned to 
solve a global crisis, this time 
it's an ex-Soviet General who 
is raising a communist army 
in the hope of overthrowing 
the democratic government. 
Code-named The Shadow- 
man, the Russian defector 
must be crushed by gradually 
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The May-Day parade has 

BEEN REDIRECTED 
THROUGH THE CENTRE 

of Moscow as The 
Shadowman prepares to 

MAKES HE FINAL ATTACK. AS YET 
HIS IDENTITY REMAINS 
UNKNOWN , ALTHOUGH FIELD 

agent Andrea has some idea 

AS TO HIS LOCATION - PICK HER 
UP AND TARGET THE HEART OF 
THE ENEMY HIMSELF. 


chipping away at his army. 
Enter the five campaigns, 
each one nearing the climax 
of The Shadowman's down¬ 
fall at the end of the game. 
The scenarios are structured 
in pretty much the same way 
as they were for the previous 
Strike games, the player 
ordered to complete objec¬ 
tives in strategic order. For 
example. Strike's first task 
for the Crimea campaign is to 
eliminate the two radar sta¬ 
tions, effectively crippling 
the enemy's communication 
links and making it easier to 
slip through the front lines 
undetected. Seconds later 
captives have to be released 
from the nearby prison camp, 
before bombarding the air¬ 
base to prevent any form of 
aerial resistance. 

The missions follow a logi¬ 
cal pattern, although there's 
nothing preventing pilots 
from tackling the objectives 
in any way they want. 
Sometimes it's even benefi¬ 
cial, and often it pays to 
explore. This way it's possi¬ 
ble to discover power sta¬ 
tions which can be disabled 
to reduce the chances of the 
enemy reacting to threat. 
Bridges should also be 
knocked out, thus stopping 
supply convoys, and electrici¬ 
ty pylons must be levelled to 
cause confusion at nearby 
enemy encampments. 

In addition to the docu¬ 


Hydras 1 
Hellfires, 
Sidewinders 

AND CANNON. 

The Super 
Apache is 

CRAMMED 
WITH 
WEAPONS 
THATARE 
MORE THAN 
ADEQUATE FOR 
ELIMINATING 
ENEMY UNITS. 


The co-pilot still plays an 
important role aboard the 
Apache, operating the winch 
which will be familiar to play¬ 
ers of the previous Strike tril¬ 
ogy. Lowered from beneath 
the helicopter, the winch has 
a number of uses. Mostly it is 
used to haul supplies up to 
the Apache, collecting 
ammunition crates to top up 
the weapon systems or alter¬ 
natively picking up extra fuel 
should the chopper run low. 
Additional armour can also 
be picked up along with extra 
lives, but these are rare ►► 


mented objectives there are 
also spur-of-the-moment 
missions to tackle. These 
usually involve your co-pilot 
in some way, either rescuing 
him from enemy hotspots or 
using him to penetrate 
Russian strongholds. There¬ 
fore the co-pilot has a more 
active role than that of the 
previous Strike games, and he 
is no longer restricted to 
operating the winch. 

Dropped off at makeshift 
landing zones, the co-pilot 
will automatically cause 
havoc in the enemy lines, 
planting explosions and gen¬ 
erally showing the Ruskies 
what for. He's not invulnera¬ 
ble though, and is always 
calling for help from the 
Super Apache. 


mum cum am _ 

Each of the campaigns are vast, comprised of smaller mis¬ 
sions which should be tackled in order. Before the mission 
begins pilots are briefed by Strike HQ and the individual 
objectives downloaded into the helicopter's computer. 

t RADAR 

Before the strike can be ini¬ 
tiated, the communication 
lines by be destroyed by first 
targeting the two radar sites 
south-east of the landing 
site. Each is protected by a 
single tank and a handful of 
smaller armoured vehicles - 
no problem! 


% 


5 . £MOB ASMS 

A number of KGB agents 
have defected and are 
promising to reveal the 
whereabouts of the hidden 
satellite receiver. They must 
be rescued from the cluster 
of houses by the lake. 


B. TERRORIST BAST 

Located to the north of the 
Strike home base, the ter¬ 
rorist camp is heavily pro¬ 
tected by gun turrets and 
tanks. Each of the storage 
sheds must be destroyed. 


7 . mSORBP 

It's time to attack the 
enemy HQ, a massive castle 
hidden in the hills on the 
north side of the battlefield. 
While you're wiping out any 
enemy resistance around the 
perimeter wait for the co¬ 
pilot to sneak inside and 
plant the explosives before 
returning to pick him up. 


2. mis 

Strike's co-pilot has 
been captured by the 
enemy and is report¬ 
edly holed up 
inside the terrorist 
camp situated along 
the south road. Destroy the 
four turrets protecting the 
base before taking out each 
of the cells. 


3. Amnia 

Word has reached The 
Shadowman's that Strike is 
attacking. A squadron of 
Hind helicopters has been 
scrambled from the airfield 
in the south-east - fly across 
to the airfield and destroy 
the choppers. 


4. paw CAMP 

More friendly troops are 
held captive in the POW 
camps to the east and north. 
They are protected by anti¬ 
aircraft tanks and gun nests 
which should be eliminated 
before concentrating on the 
rescue operation. Return the 
captives to base. 
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Full-motion video features 
extensively throughout 
Soviet Strike, to detail forth¬ 
coming missions and also to 
highlight the player's 
progress through the game. 
The clips are short but excit¬ 
ing, and have the in-your- 
face style of MTV. Often 
revealing critical clues to the 
mission ahead, the cutscenes 
are not only vital but they 
again add the to realism of 
the game. Many of the clips 
are shot on location with tal¬ 
ented actors rather than B- 
movie castaways, and as such 
there's an almost CNN quali¬ 
ty about them. Audio clues 
feature heavily too, and act 
as a means of communication 
between the helicopter, the 


CUE 


MTV 


Supremacy! 


So, Soviet Strike is a brilliant 
game in theory but is it so 
exceptional in practice? It is, 
without doubt, the best 
Strike game yet, combining 
all the elements that make 
Desert Strike a classic and 


and should be saved for 
dire emergencies. 

The winch is also used 
to rescue hostages, 
simply by flying over¬ 
head and lowering the 
hook, the prisoners 
automatically grabbing 
on and brought aboard. 

The Apache can carry up 
to six troops who must be 
dropped of at the numerous 
landing areas before the 
chopper can take any more. 
As a bonus, damage is 
repaired for each POW res¬ 
cued, so it is possible to wipe 
away almost any amount of 
damage with just half a 
dozen prisoners. 

Soviet Strike also intro¬ 
duces a new use for the 
winch. It can pick up and 
carry objects too large to fit 
inside its cargo bays. These 
include cruise missiles and 
explosive canisters, which 
can be dropped at any point 
by releasing the cable. 
Although this is primarily 
used to dispose the explo¬ 
sives without causing harm 
they can be used on the 
enemy themselves, and make 
lethal bombs which can be 
used to destroy some of the 
larger enemy targets. 


copilot, 
and other 
agents deep 
undercover. 

Interrupting 
play at any 
time, the radio 
links will usu¬ 
ally reveal the 
location of a 
secret base, 
which is then highlighted on 
the in-game map. The map, 
more detailed than ever 
before, also shows the 
whereabouts of each supply 
dump as well as every enemy 
unit in the area. It is there¬ 
fore essential for planning 
the best route between 
objectives, especially as 
every object of importance is 
covered in the extensive on¬ 
line information service. 
Acting like an internet link 
with Strike HQ's data banks, 
everything you could ever 
want to know about an 
objective, the local area or 
just an enemy unit is immedi¬ 
ately to hand, so there's little 
chance of not knowing where 
to go or what to do next. 


m COPHDT’S COHFUCTS 


The co-pilot plays a much 
more active role in Soviet 
Strike than he did in any of 
the previous Strike games. 

As opposed to sitting in the 
back seat and operating the 
winch he will now leave the 
helicopter to the perform lit¬ 
tle sub-missions. A prime 
example is during the Crimea 
strike, when he is dropped 
off at the landing zone near 
the POW camp. He climbs 
inside a nearby bulldozer 
and drives off towards the 
camp. Managing to avoid the 
hail of incoming fire he 
plough straight through the 
front gates, knocking over a 
gun tower and crippling a 
tank before running off to 
cause havoc elsewhere. 

He also explores the bat¬ 
tlefield independently, 

} uncovering the location 
of mission objectives 
before climbing back 
inside the helicopter to 
the winch. 


21 i OH The success of the Strike continues with this, the best in 
series by far. Realistic graphics and authentic sound effects create a 
believable game world, an environment that is enhanced further by good 
use of FMV and a well crafted script. By no means a simple shoot 'em up, 
Soviet Strike is a gripping experience that will challenging and surprise 
even the experienced gamer. AS 


successfully translating them 
across to the 32bit world. 
Visually it is spectacular - the 
photorealistic terrain creat¬ 
ing a convincing environment 
which is further complement¬ 
ed by the constantly chang¬ 
ing world. Authentic sound 
effects and believable video 
footage generate a sense of 
tension while the often 
humourous script helps bal¬ 
ance the atmosphere. 

Soviet Strike isashoot'em 
up that isn't as straightfor¬ 


ward as the genre suggests. 
It's complex beast, a game 
that requires just as much 
strategy and lateral thinking 
as fast reflexes. 

Admittedly, it's not per¬ 
fect - the scrolling is occa¬ 
sionally jerky when the 
screen is cluttered with 
objects and some gamers 
may find it just a little too 
difficult - but these are 
minor criticisms on which is 
otherwise a challenging, 
absorbing and topical blast. 


During the 
Caspian cam¬ 
paign a bat- 

TALION OF 
TANKS MUST 
BE PREVENTED 
FROM REACH¬ 
ING THE FUEL 
DEPOT . 

Succeed by 

FIRING ROCK¬ 
ETS AT THE 
WALLS OF THE 
MOUNTAIN 
PASSES , CAUS¬ 
ING THE ROCKS 
TO ROLL DOWN 
AND BLOCK 
THE WAY . 




Graphics : 92 
Animation : 83 
Sound'WiB9 
Music : 87 
La stability: 91 
Playability: 92 
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Rerserve an unreleased product and get 50p off your 
purchase + entry into the CD Direct Sim City 2000 Prize Draw 
v - 1st Prize, Limited Edition Sim City 2000 Jacket (worth £80) 
\ + 2nd, 3rd & 4th prize Sim City 2000 T-shirts. 
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Company : Psygnosis 
Price : €44.95 
Players: 1-2 
Genre : Racing 
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Set approximately thirty years after the first game, WipEout 2097 still features the same four constructors that dominated the 
league back in 2056. However, each of the cars has had a drastic overhaul... 




mm 

A European based team, the 
Feisar skimmers is extremely 
manoeuvrable but is particu¬ 
larly slow. 


AS SWIMS 

A lightly armoured craft that, 
as well as being extremely 
agile, also boasts the great¬ 
est acceleration. 


nuRicom 

mimmmm 

The best all-round skimmer, 
the American Auricom 
Research vehicle offers a bal¬ 
ance of speed and handling. 


4 

OIRD3K 

Dim 

The Russian Qirex is the 
fastest in the league. How¬ 
ever, manoeuvrability has 
been sacrificed as a result. 


Thrust: 

Top Speed: 

Handling: 

Armour: 


Thrust: ■■■■■! 

Top Speed: ■■■■■ 
Handling: ■■■■■! 

Armour: ■■■ 


Thrust: ■■■■■ 

Top Speed: ■■■■■! 
Handling: ■■■■■ 

Armour: ■■■■■ 


Thrust: ■■■■ 

Top Speed: ■■■■! 
Handling: ■■■ 

Armour: ■■■■! 





hey say no-one is 
more cynical 
I that jaded hack 
but, as I've 
recently discov¬ 
ered, they are wrong. Trying 
to explain why WipEout 2097 
is better than the original to 
an ever-sceptical colleague 
proved a difficult battle, my 
constant barrage of praise 
simply shrugged off with a 
nonchalant, "It still looks the 
same as the first one". Well 
yes, it does at first glance, 
but there's more to WipEout 
2097 than just a second gen¬ 
eration face-lift. 

Cast your minds back a 
year. The PlayStation had 
just been launched. Ridge 
Racer dragged in punters by 
their thousands and WipEout 
rapidly became the must- 
have game of 1995. For a first 
generation title it really did 
shatter all expectations for 
Sony's machine, proving that 
the PlayStation really was the 
future of video-gaming. 
However, by no means was it 
perfect. Although the gener¬ 
al consensus was that is was a 
revolutionary arcade racer, 
many found it too damn hard, 
preferring the conservative 
approach of Ridge Racer or 
even Destruction Derby. Since 
then Psygnosis has been furi¬ 
ously working to iron out 
these minor criticisms, and in 
the process has squeezed in a 
whole load more. 

More tracks, new skim¬ 
mers, extra weapons... 
WipEout 2097 is a monster, a 



more streamlined beast than 
it's predecessor. Whereas 
WipEout once dominated the 
fight for first place, it's suc¬ 
cessor has already taken the 
chequered flag of next gen¬ 
eration racing. 



So why the need for a sequel 
when WipEout was already 
widely regarded as the best? 
Put simply, the best could be 
even better. And WipEout 
2097 is better than WipEout , 
there's no doubt about that. 
But how? Technology has 
progressed and so has the 
anti-gravity racing league. 
Thirty years on and the 
F3600 league has been 
phased out in favour of the 
faster F5000 grand prix. 
Interest in the sport has 
grown too, and as such more 
racers are competing for the 
championship, although the 
same four constructors have 
remained the dominating 
forces. The European Feisar 
team has built a craft that is 
slow but manoeuvrable while 
the Russian Qirex construc¬ 
tors favour speed over han¬ 
dling. The Japanese AG 
Systems team offer a ship 
which is perfect for begin¬ 
ners but suffers from the 
weak shield deflectors, but 
the best all-round craft 
comes from the Auricom 
Research stable - it's fast and 
surprisingly agile. 

Selecting the right ship is 
not only a matter of personal 


taste but also certain ships 
are more suitable to specific 
tracks. For example, the ini¬ 
tial circuits are simple and 
therefore skimmers with a 
high top speed are better 
suited while slower, more 
manoeuvrable ships should 
be selected for the tougher 
courses. In fact the handling 
of the craft is one of the most 
noticeable improvements of 
WipEout 2097. WipEout s 
learning curve was incredibly 
steep, the reason most peo¬ 
ple found the game so diffi¬ 
cult was the awkward and 
sometimes unresponsive con¬ 
trol system. 

Although WipEout2097 is 
similar, the controls have 
been honed. Beginners will 
find the craft easier to fly 
while WipEout veterans will 
still be familiar with the way 
the ships perform. 



Another aspect that makes 
WipEout 2097 more accessi¬ 
ble is the easier racing class. 
The Venom and Rapier 
leagues remain but now the 
Vector class precedes them. 
Compared to the other two 
faster leagues the Vector cir¬ 
cuits are less challenging, 
while the opposition isn't 
quite so devious making it 
even easier. 

Also, initially WipEout 
2097 doesn't follow the tra¬ 
ditional championship season 
in which players tackle each 
of the circuits in turn. Instead 
it features an arcade mode. 



WipEout 

2097 y s INTRO 
SEQUENCE IS 
SHORT BUT 
SPECTACULAR. 
TWO SKIM¬ 
MERS FICHT 
FOR FIRST 
PLACE WHILE 

the Future 
Sound of 
London's We 
Are 

Explosive 
pounds IN 

THE BACK¬ 
GROUND. 

Pretty 

SMART, EH? 
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Autopilot is 

EXTREMELY 
USEFUL FOR 
NAVIGATING 
SOME OF THE 
CIRCUIT'S 
TOUGHER COR¬ 
NERS. Make 
SURE YOU 
DON'T DEACTI¬ 
VATE IT ON A 
BEND THOUGH. 


MiPtms m poimm 

Bonuses are collected in the same way as they were in the 
original WipEout , simply by skimming over the coloured 
pads scattered across the floor of the race circuit. 
Although awarded at random, each proves invaluable at 
some point during the championship. 


MIMS 

Mines drops 
from the rear 
of the craft, 
laying a line of 
five explosives which cause 
considerable damage 
should an opposing craft fly 
into them. They can be de¬ 
activated by the Thunder 
bomb. 


IMHO BOLT 

Locking on to 
the ship in 
front, the 
Electro Bolt 
causes the craft's electrics 
to fail, thus causing its 
engines to stall and there¬ 
fore reduce its speed. 
Shield energy is also lost 
during the explosion. 




tm 

The Antigravity 
League equiva¬ 
lent of a first 
aid kit, pick up 
one of these bonuses to 
replenish shield energy. 

AUT0PI10T 

When activat- U|E9ft^ 
ed your ship 
will automatic 
fly itself for 
approximately five sec¬ 
onds, when the autopilot 
will disengage. 
Alternatively it can be 
switched off manually. 

TURBO BOOST 

Perfect for 
long straights 
and gentle 
bends, hitting 
the turbo boost will kick in 
the afterburners for just a 
few seconds. 

ROCKETS 

Firing off a 
spray of three 
highly explo¬ 
sive shells, the 
rockets are unguided and 
therefore your aim must be 
accurate. Deadly up close. 





MISSILES 

Similar to rock¬ 
ets although 
only a single 
heat-seeking 
shell is fired. 


TKUHDEB BOMB 

A massive 
bomb that is 
dumped from 
the rear of the 
ship, every enemy in the 
immediate area will receive 
damage when this baby 
explodes. 



SHIELD 

More powerful 
than the ship's 
deflector 
shields, this 
force field is impenetrable 
although it only lasts for 
just a few seconds. 
Weapons cannot be fired 
while the shield is raised. 

PLASMA BOLT 

The most pow¬ 
erful weapon 
in the game, 
the plasma 
bolt will destroy a ship in a 
single shot, however, it 
must be powered up 
before its fired and is 
therefore incredibly diffi¬ 
cult to aim. 

OUAKE 
OISBUPTOB 

Visually the 
most spectacu¬ 
lar weapon in 
WipEout 2097, the Quake 
Disruptor sends a violent 
ripple along the track, 
throwing off any skimmers 
in its way. 






The six circuits are divided 
into three classes: two easy, 
two intermediate and two 
tricky. These can be tackled 
in any order and players are 
no longer restricted to three 
attempts at each course, 
blessed with infinite contin¬ 
ues instead. 

However, while finishing 
the race in first no longer 
progresses the championship 
to the next track it does have 
other benefits. Snatch a gold 
medal for each of the six cir¬ 
cuits and players can then 
enter the secret Phantom 
league. More than twice as 
fast as the Rapier class, the 
Phantom circuits are strictly 
for expert racers who know 
the difference between the 
airbrake and accelerator. 
Finishing each of the courses 
in first place activates the 
arcade challenge mode. This 
will familiar to players of the 
original WipEout as it's 
almost identical to the one- 
player game. The circuits are 
raced in order, progressing to 
the next each time a race is 
won. However, pilots are 
only given three lives with 
which to win the champi¬ 
onship and one is lost each 
time they finish anywhere 
lower than third position. 

As well as the arcade mode 
there is also a time trial. 
Effectively a practice lap 
allowing players to famil¬ 
iarise themselves with the 
design of the circuits, a ghost 
of the best lap time gives 
pilots an idea of the time to 


beat during each session. 
And, of course, WipEout just 
wouldn't be the same with¬ 
out extensive two-player 
options. It comes as no sur¬ 
prise that the link cable is 
supported here then, with 
the chance to compete on 
any circuit either head-to- 
head or against the rest of 
the pack. Surprisingly no 
two-player unique power-ups 
have been included, no 
reverse controls or steal 
bonus icons present in the 
game. However, while 
WipEout may have more 
multi-player options, 

WipEout 2097 is faster and 
more frantic, and also makes 
up for this exclusion with the 
improvements elsewhere in 
the game. 

_ s_ 

Okay, so there are new cir¬ 
cuits and the control system 
has been refined, but what 
else can you expect? A load 
of new weapons have been 
introduced, but more impor¬ 
tantly they play a bigger part 
in the game. In WipEout the 
missiles and mines served to 
slow the opposition down, 
and no matter how many 
rockets were unleashed the 
other craft never sustained 
enough damage to be 
destroyed. All this has 
changed. Killing the enemy is 
just as important as outrun¬ 
ning them and so the ord¬ 
nance has been beefed up 
accordingly. Mines, rockets 
and missiles explode with an 
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Lighting effects have been 

USED TO GREAT EFFECT IN 

WipEout 2097. Note the blue 

ENGINE TRAILS AND THE DAZZLING 
MISSILE PLUMES. 

ear-shattered boom, sapping 
away at the target ship's 
deflector shield. Crashing 
into the side of the track and 
ramming other racers also 
drains energy which eventu¬ 
ally results in the ship 
exploding in a ball of flame. 
Sorry. Game over. Please 
start again. 

It's not the end of the 
world though. Critical shield 
meltdown can be prevented 
in two ways; firstly by pulling 
across into the pit lane which 
gradually replenishes lost 
energy. Of course this takes 
longerthan remaining out on 
the circuit but what's better, 
exploding just before the fin¬ 
ish line or wallowing in glory 
after a first-place victory? An 
alternative to the pit-lane is 
to pick up an E-Pak which 
restores energy and is one of 
the many bonuses available. 


BonusbLhiv^-Th™ 


Bonus icons are collected in 
much the same way as they 
were WipEout - zip over the 
coloured pads on the ground 
and a random bonus is auto¬ 
matically awarded - more 
often than not, a one-shot 
weapon used to hassle drone 
racers. Other items on offer 
have more spectacular 
results. Collecting the turbo 
boost kicks in the afterburner 
for a couple of seconds, the 
Electro Bolt fuses the ship's 
computer causing it to stall 
and lose shield energy. 
Thunder Bombs explode 
damaging any nearby craft 


mm mm 

There's much more to 
WipEout 2097 that first 
meets the eye. There are, 
in fact, eight tracks in the 
game, the last two 
accessed by finishing each 
of the other circuits in 
first place and then going 
on to complete the tough 
arcade challenge mode. 
This opens the Phantom 
class, the hardest racing 
league which is almost 
twice as fast as the previ¬ 
ous Rapier class! There's 
also another constructor 
hidden deep within the 
game, waiting for the 
right time to unveil its 
Piranha super skimmer... 



Fancy a challenge? Try the 
Phantom class... 
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There are 15 racers rather 

THAN THE RAPIER CLASSES' 12... 



It's twice as fast as the Rapier 

CLASS LEAGUE... 



...AND IT BOASTS SOME BLOODY 
DIFFICULT CIRCUITS! 
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while grabbing an autopilot 
icon takes control of the ship 
for approximately five sec¬ 
onds. The track is also lit¬ 
tered with accelerator pads - 
blue triangular tiles that give 
your ship a momentary burst 
of speed. 

These are just a handful of 
the obstacles encountered 
throughout the champi¬ 
onship. WipEout 2097 makes 
greater use of light-sourcing 
so dark tunnels and neon-lit 
raceways feature more heavi¬ 
ly. There's greater variety in 
the track locations too, and 
although cyberpunk-style 
tracks are again prominent, 
circuits are also situated in 
snowy wastelands and a jun¬ 
gle paradise. Visually it's the 
background graphics which 
have been dramatically 
improved. The tracks no 
longer suffer from 'see- 
through' walls and have a 
better feeling of solidity, and 
are are also more varied than 
before. The scenery also ben¬ 
efits from animations, as 
well; birds flock through the 
blue skies of the Valparriso 
; circuit and rain thunders 
i down on Vostok Island. 

The tracks aren't as unfor¬ 


r------' 

i 

I Opinion WipEout2097 improves on the original in every aspect, 

1 from basic track design to the control system of the skimmers. Visually, 

! it J s faster and more refined than it J s predecessor but more impressive is 
| the fact that the minor gameplay bugs that dogged the first game have 
] been ironed out for this super-sequel. The quintessential PlayStation 
1 arcade racer. AS [ 

1 



giving as those in WipEout 
either, as now there's less 
chance of flying off the track 
completely and left to wait 
to be picked up by a recovery 
drone. Corners are better 
too, and rather than crashing 
to halt each time you scrape 
the side of the track the ship 
slows down slightly as sparks 
fly from the wing tips. 


Then there's the music. Again 
credible dance artists have 
been used to supply the tech¬ 
no soundtrack but this time 
many of the tracks seems 
more suited to WipEout 2097 
adrenaline-rush racing. The 
Prodigy's Firestarter and The 
Chemical Brothers' Loops of 
Fury complement the game 
perfectly, and give WipEout 


2097 a more aggressive feel 
than its predecessor. 

Which is pretty much 
applicable to the game in 
general. Compared to the 
first WipEout , this sequel is 
more in-your-face, a racing 
experience that is more ful¬ 
filling than pretty much any¬ 
thing else on the PlayStation. 
It's more frantic than Formula 
7, faster than Ridge Racer 
Revolution and more violent 
than Destruction Derby. 
WipEout 2097 is, quite sim¬ 
ply, in a class of its own. 


TO ACCESS THE 
ARCADE CHAL¬ 
LENGE MODE , 
YOU MUST FIN¬ 
ISH EACH OF 
THE RACES IN 
FIRST PLACE TO 
OBTAIN A GOLD 

medal. Trust 

US, IT'S NOT 
THAT EASY... 


. Graphics: 94 

Animation : 95 

SoundFX:*Q. 

. Music.: 93 

Lastability : 90 
Playability: 91 
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Whenever 
you phone 

SOMEONE UP , 
THE SCREEN 
SPLITS SO YOU 
CAN SEE BOTH 
CHARACTERS 
HAVING A 
GOOD OLD 
FASHIONED 
CHIN WAG. 

Most of the 

PEOPLE YOU 
TALK TO DON'T 
SEEM IN A 
VERY CHATTY 
MOOD , 
HOWEVER. 



here haven't 
i been an awful 
lot of point and 
click adventures 
on the Play¬ 
Station, and the ones we 
have had tend to have been 
jokey cartoony affairs - such 
Blazing Dragons or Discworld. 
This is unusual, as some of 
the greatest computer games 
computer games of all time, 
such as The Secret of Monkey 
Island , and Day of the Tentacle 
have been point and clicks. 

At first glance Broken Sword 
looks quite cartoony too, 
especially with its boldly 
coloured characters, but take 
a closer look at the sombre 
backgrounds and sinister plot 
and you'll see that Broken 
Sword is quite a different 
prospect altogether. This is 





Release : 

: TBA 

Company : 

: Sony 

Price : 

: £44.95 

Players : 

: 1 


Genre : Adventure 


hopefully the first of a new 
breed of "mature" Play¬ 
Station games, that are 
involving and memorable as 
opposed to being shallow 
and forgettable. 

Your character is a"regular 
guy" (American person) who 
witnesses to a bizarre murder 
in "gay Paris". He is then 
sucked into a chain of events 
that draws him deeper and 
deeper into a sinister plot... 

Your mission requires you 
to use your investigative 
skills to their limit as you 
question people and solve 
complex puzzles, and further 
on in the game testing your 
quick thinking and reactions. 
Will you eventually solve the 
mystery of the Knights 
Templar, or will you die horri¬ 
bly and somewhat messily in 
the attempt? 

The sequence that intro¬ 
duces the game presents 
George "vacationing" (having 
a holiday in our parlance), 
when he sees a quite scary 
clown capering into a bar. He 
thinks nothing of it, until 
there follows an almighty 
explosion. Luckily George 
isn't hurt in the blast, and 
enters the bar to see if there 
is anything he can do to 
help.Upon his entrance 
George finds a drunken 
French lady, and the elderly 
bar owner, who has been 
killed in the blast. After a 
surprisingly short time, how¬ 
ever, the police are at the 
scene of the crime, and 
appear to have everything in 
hand. There is nothing left 
for George to do... 

Or is there? 


i: ClickI 


This would be a fairly dull 
game if there wasn't any¬ 
thing for George to do, so 
luckily as his holiday is suffi¬ 
ciently tedious, he has the 
incentive to solve this case. 
However, George isn't partic¬ 
ularly adept at jumping from 
platform to platform, or wan¬ 
dering around with a shotgun 
blowing away Imps so thank¬ 
fully he has landed himself in 
a point and click adventure. 
And being a fairly traditional 
point and clicker. Broken 
Sword doesn't require you to 



directly move George around 
step by step. Rather, you 
have a cursor that you can 
move all over the place. If 
you click somewhere else in 
the location that George is in 
then he will briskly walk over 
to that spot. If you pass the 
cursor over an object or per¬ 
son to talk to, then the cursor 
will change into an appropri¬ 
ate icon. For example, drag 


the cursor over an object 
lying on the ground and your 
cursor turns into a collect 
icon, pass the cursor over a 
switch and it will turn into 
the use icon. Very nice. Your 
inventory only appears when 
you move your cursor up to 
the top of the screen, and 
your items appear as little 
icons. When you talk to 
another character the topics 
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" Well , hello 

MY DEAR../ 1 

George eyes 

UP SOME OF 

the French 

SCENERY, 
UNAWARE OF 
THE DESTRUC¬ 
TION THAT IS 
ABOUT TO 
ENSUE. 




of conversation appear at the 
bottom of the screen - for 
example, click on the picture 
of the killer clown to ask your 
interviewee what they know 
about the nutty serial killer. 

If another character asks you 
a question thumbs up and 
down icons appear, repre¬ 
senting answers in the posi¬ 
tive or negative. Conver¬ 
sations are more important in 


Broken Sword than in most 
other point and clicks, and 
certain characters have to be 
probed very deeply so you 
can solve some of the more 
complex puzzles. You also 
have to enlist the help of 
other characters, as some¬ 
times George just doesn't 
have the ability to sort thing 
out on his own. For example, 
the flamboyant English aris¬ 


tocrat in the hotel must be 
converted to your course 
before you can get the key 
that you need. Sometimes 
you need to try ploys that 
you wouldn't have guessed 
straight away, so persever¬ 
ance is definitely required. 

To move to a different loca¬ 
tion you simply have to click 
on a likely exit (for example a 
door or an open manhole or 
something - your cursor will 
turn into a pointy hand to 
show an exit you can use), 
and George will swiftly leave 
for the new location. The 
locations themselves are 
hand painted pictures which 
are generally static, but some 
scroll to reveal impressive 
panoramas. As characters 
move towards and away from 
your view they grow and 



shrink, always keeping to the 
right size in accordance with 
the perspective of the back¬ 
grounds. Nice. The animation 
is lovely, in a sort of modern 
Disney style, with every¬ 
thing moving very 
smoothly, and 
looking very realis¬ 
tic. Thankfully the 
nice graphics aren't 
all show in some sec¬ 
tions of the game 
with other parts 
looking distinctly 
lacking. All of Broken 
Sword looks gorgeous 
It really is amazing. 


B wm ifeU 

The whole game 
has consistently 
fantastic 






...And bangs 

AND FLASHES. 

These pic¬ 
tures, FEA¬ 
TURING THE 
EXPLOSIVE 
PROLOGUE TO 
THE GAME - 
COMPLETE 
WITH SINISTER 
CLOWN - ARE 
FROM THE 
INTRO, AND 
SHOULD GIVE 
YOU SOME 
IDEA OF THE 
QUALITY OF 
THE GRAPHICS 

in Broken 
Sword. You 

REALLY HAVE 
TO SEE THEM 
MOVING TO 
FULLY APPRECI¬ 
ATE THEM 
THOUGH - 
THEY ARE 
MARVELLOUS. 


TESTED 




















atmosphere. The combina¬ 
tion of beautiful back¬ 
grounds, copious amounts of 
sampled speech (everything a 
character says is displayed on 
the screen and simultaneous¬ 
ly spoken) and luscious music 
and ambient sound effects 
add up to an enormously 
involving experience. The 
control interface is usually 
very intuitive, so the flow of 
the game is never ruined by 
fiddling with a pedantic 
game engine. However, 
sometimes the slow loading 
of scenes and animations can 
become irritating, especially 
when you already know what 
you have to do (eg after you 
have been killed and you 
have to reload a saved game 
or start again from the begin¬ 
ning). It is essential that you 
have a memory card, because 
this game is very large 
indeed. It will take hours and 
hours to play all the way 
through it, even if you knew 
exactly what you were doing. 
This of course gives it 
tremendous lasting appeal - 


important, as the gameplay is 
very linear, and playing the 
whole thing through again 
really doesn't appear particu¬ 
larly appealing. 

SSEEB EE £3395 

This is more an interactive 
movie than any of those FMV 
driven monstrosities ever are, 
and there is even a bit of 
character development and 
all of that stuff. Often the 
dialogue is very funny, 
though it isn't the sort of 
humour you get in a Monkey 
Island game. It can get quite 
surreal at times, though. The 
characters are memorable, 
and the script is well written. 
Their accents are consistently 
good too - they are never 
over the top (although there 
is a rather dodgy Irish stereo¬ 
type), and you can always tell 
where someone is meant to 
be from. 

The plot is slow to devel¬ 
op, and even after spending 
many hours playing this, you 
don't know what is going to 
happen next. This is probably 



Beautiful 
Paris. 
Though 

STRANGELY 
DESOLATE, 
AND MISER¬ 
ABLY OVER¬ 
CAST, THE 

French capi¬ 
tal's BEAUTY 
STILL SHINES 
THROUGH. 
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| Op 1H10 n Broken Sword is the first intelligent point and click adven- 
[ ture on the PlayStation. If you like adventuring you really have got to 
i have this, and even if you don't like adventuring then get it anyway, and 
! you soon will be. Truly excellent in every way. Don't forget your memory 


| card and mouse, though. TC 

i_i 









NICOLE? PAPA? 


George's associate in Broken Sword is the lovely French belle 
Nicole. Whether or not she drives a Renault Clio remains 
unclear, but she's certainly rather Emmanuel Bearhartesque, 
so that's all right then. There would appear to be a few sub¬ 
tle hints that poor old George quite fancies her, but she 
doesn't seem to be at all interested yet. No doubt he'll get 
round to pulling her at some point, though. Computer game 
fellers, eh? They have all the luck. 


a good sign, as it shows 
exactly how deep this game 
is. The plot twists and turns, 
which is good, but at times 
your character's actions can 
seem a little odd ("I'm off to 
another country where my 
life will probably be in great 
danger. Because I'm a bit 
obsessed with this serial 
killer fellow, thanks for ask¬ 
ing"). The game world is 
believable though, and when 
George goes off somewhere, 
whether it's a different 
street or a different country, 
it actually feels like you have 
gone somewhere else, even if 
it does take about twenty 
seconds to fly between coun¬ 
tries. You really do get 
involved with the characters 
and the plot, so putting it 
down once you have got into 
it will be very difficult. This 
isn't the game for you if you 
after something to pass a few 
minutes of a slow day, 
because playing it requires 
time and concentration. 

Once again, this is 
a case of you get 
out what you 


put in. 


GrRarT 


Broken Sword would be a 
great adventure on any for¬ 
mat, but due to the lack of 
this sort of game on the 
PlayStation this is the only 
real choice for quality point 
and click frolics. It'll last you 
quite a while, even if replay¬ 
ing isn't going to be that 
much fun. You really must 
have a memory card, though, 
and I would strongly recom¬ 
mend a mouse, too. When 
you are fully tooled up this is 
one of the best games you 
can play on your PlayStation. 

Broken Sword ought to be 
the best PlayStation graphic 
adventure game for a while 
and, should it prove to be 
popular, we'll hopefully see a 
few more of this quality 
soon, preferably sometime 
priorto the next millennium. 
Afterall, it would be a shame 
if this is the only half decent 
graphic adventure the 
PlayStation is witness to. 


































ACTIV 




CT 


Active Direct PLC, M i I Ip o o I Hse, Mill Lane, Godaiming, GU7 1 EY 


Tttl* 

3D Lemmings 
Actua Soccer 
Adidas Power Soccer 
Air Combat 
Alien Trilogy 
Alone In The Dark JB 
Andretti Racing 
Assault Rigs 
Battle Arena Toshinden 
Battle Arena Toshinden 2 
Blam! MachineHead 
Bust A Move 2 
Casper 

Chessmaster 3D 

Criticom 

Cybersled 

Cyberspeed 

Davies Cup Tennis 

Descent 

Defcon 5 

Destruction Derby 
D 

Discworld 

Doom 

Extreme Pinball 
Fade To Black 
Final Doom 

ESPN Extreme Sports 
Gunship 2000 


PrlM Title 


Price Title 


£34.75 
£34.75 
£37.75 
£35.75 
£38.75 
£34.75 
£33.75 
£34.75 
£37.75 
£37.75 
£34.95 
£24.95 
£34.75 
£32.75 
£36.75 
£33.75 
£33.75 
£34.95 
£34.75 
£36.75 
£36.75 
£36.5D 
£36.75 
£34.75 
£36.75 
£36.75 
£34.75 
£36.75 
£33.75 


Impact Racing 
FIFA '96 

Int. Track & Field 
Jumping Flash 
Jupiter Strike 
Johnny Bazookatone 
Krazy Ivan 
Loaded 
Lone Soldier 
Mickeys Wild Adventure 
Madden NFL ‘97 
Magic Carpet Plus 
MK3 
Myst 

NBA In The Zone 
NBA Live '96 
NBA Jam T.E. 

Need For Speed 
Olympic Soccer 
Olympic Games 
On Side 
Novastorm 
PGA Tour '96 
Philosoma 
Psychic Detective 
Powerserve 
Pro Pinball - The Web 
Raiden Project 
Resident Evil 
Rayman 


£36.50 

£38.75 

£36.75 

£35.50 

£36.50 

£35.50 

£34.50 

£34.50 

£37.95 

£36.50 

£35.95 

£35.50 

£39.50 

£37.50 

£35.50 

£36.50 

£29.95 

£36.75 

£35.00 

£35.50 

£33.75 

£32.50 

£33.50 

£32.50 

£36.75 

£33.75 

£32.50 

£33.50 

£39.50 

£34.99 


Revolution X 

Ridge Racer 

Ridge Racer Revolution 

Road Rash 

Sim City 2000 

Space Hulk VDTBA 

Starblade Alpha 

Starfighter 3000 

Streetfighter The Movie 

Streetfighter Alpha 

Striker '96 

Tekken 

Tekken 2 

Thunderhawk 2 

Time Commando 

Total Eclipse Turbo 

True Pinball 

Top Gun 

Total NBA ‘96 

Twisted Metal 

Viewpoint 

Warhawk 

Wing Commander 3 

Wipe Dut 

World Cup Of Golf 

Wrestlemania - The Arcade 

Worms 

X-Com 

Hi-Octane 

Zero Divide 


Price 

£36.50 
£36.50 
£37.50 
£36.50 
£36.95 
£36.50 
£36.50 
£33.75 
£29.99 
£35.50 
£35.50 
£39.50 
£41 .50 
£37.75 
£34.95 
£35.50 
£33.50 
£34.95 
£37.50 
£36.50 
£34.65 
£32.75 
£36.50 
£37.50 
£33.50 
£35.50 
£33.50 
£29.75 
£33.75 
£34.50 


Opening hours 

9am ■ 6pm Monday to Friday 
10am - 3pm Saturday 

Playstation Console E193.0Q 

Playstation Interest Free 
Bundle (Subject to Status) 

Playstation Cone controller + Demo) 
Alien Trilogy 
FIFA '96 

Price £270.00 

Deposit £27.00 

6 Monthly Payments £40.50 

Peripherals 

Sony 14 button controller £22.00 
Logic 3 link cable £9.90 

Memory Card £17.95 

Mouse £19.95 

Logic 3 Controller £19.95 

Scart RGB Cable £11.95 

Prices Include VAT & 1 st Class Post 

Next Day Delivery £4.25 




DAWN OF DARKNESS# 
DARKSTALKERS# 
DAVIS CUP TENNIS 
DEADLY SKIES# 
DEFCON 5 
DESCENT 


NINTENDO 
64$ 


CALL FOR LATEST PRICES 



SONY PLAYSTATION' 

CALL FOR LATEST HOT PRICES 


TOMMO! MAILORDER 


IN TESTS 9 OUT OF lO 
OWNERS SAID THIER 
PLAYSTATION PREFERRED IT! 

TO SEE IF YOURS PREFERS US CALL US 
ON OUR LOCAL RATE NUMBER 

MBeiOTI 


SONY MEMORY CARD 

£19.99 

RF UNIT 

£9.99 

3RD PARTY MEM CARD (5 COLOURS) 

£17.49 

LINK UP CABLE 

£9.99 

DATEL 120 BLOCK MEMORY CARD 

£29.99 

SONY JOYPAD 

£22.99 

DATEL ACTION REPLAY 

£29.99 

COMMANDER PAD 

£9.99 

RGB SCART CABLE 

£12.99 

PSC MK2 JOYPAD "NEW** 

£12.99 


SONY PSX CARRY CASE 
SONY MULTI PLAYER ADAPTOR 


£12.99 

£28.99 


MAP CATZ STEERING WHEEL ONLY £59.99 


£36.99 
£34.99 
£37.99 
£36 99 
£36.99 
£36.99 
£34.99 
£36 99 
£34.99 
£38.99 
£38.99 
£TBA 
£36 99 
£38 99 
£34.99 
£34.99 
£36.99 
£14.99 
£35 99 
£34.99 
£32.99 
£36.99 
£34.99 
£TBA 
£38 99 
£36 99 
£34.99 
£34.99 
£34.99 
£36 99 
£34 99 
£34 99 
£34.99 
£TBA 
£36.99 
£34 99 


DESTRUCTION DERBY £36.99 

DESTRUCTION DERBY 2# £TBA 

DIE HARD TRILOGY# £36.99 

DOOM £32.99 

DRAGON HEART: FIRE & STEEL# £TBA 

DREAMTEAM# £TBA 

DUNGEON KEEPER# £TBA 

EARTHWORM JIM 2 £36.99 

ESPN EXTREME SPORTS £37.99 

EXTREME PINBALL £36.99 

FABLE# £TBA 

FADE TO BLACK £36.99 

FIFA SOCCER 96 £28 99 

FINAL DOOM £34.99 

FINAL FANTASY VII# £TBA 

FLOATING RUNNER# £TBA 

FORMULA ONE £38.99 

F THOMAS BIG HURT BASEBALL# £35 99 

GALAXIAN 3 £36.99 

GALAXY FIGHT £33 99 

GEX £28.99 

GRAND THE FT AUTO# £38.99 

GUNSHIP 2000 £36.99 

GUTS & GARTERS# £TBA 

HEXEN# £TBA 

HI OCTANE £35.99 

HYPERMATCH TOUR TENNIS# £TBA 

INCREDIBLE HULK# £TBA 

IMPACT RACING £36.99 

INTL. TRACK AND FIELD £36.99 

IN THE HUNT# £34.99 

IRON MAN XO £36.99 

JOHNNY BAZOOKATONE £33.99 

JONA LOMU RUGBY# £TBA 

JUMPING FLASH £37.99 

JUMPING FLASH 2# £TBA 


JUPITER STRIKE £24.99 

KILLING ZONE £28.99 

KONAMI OPEN GOLF# £TBA 

KRAZY IVAN £34.99 

LOADED £34.99 

LONE SOLDIER £32.99 

MADDEN NFL 97 £36.99 

MAGIC CARPET £36.99 

MARIO ANDRETTI RACING £36.99 

MEGAMAN X3# £36.99 

MICKEYS WILD ADVENTURE £37.99 

MICRO MACHINES 3# £TBA 

M.K. TRILOGY# £TBA 

MORTAL KOMBAT III £36.99 

MOTOR TOON GP 2# £TBA 

MYST £37.99 

NAMCO MUSEUM VOL. 1 £36.99 

NAMCO MUSEUM VOL. 2 £37 99 

NAMCO PRIME GOAL SOCCER £34.99 

NBA JAM TE £24.99 

NBA LIVE 96 £36.99 

NEED FOR SPEED £37.99 

NFL GAMEDAY £38.99 

NFL QUARTERBACK CLUB 97# £34 99 

NHL FACE OFF £38.99 

NINJA# £TBA 

OFFENSIVE £37.99 

OLYMPIC GAMES £34.99 

OLYMPIC SOCCER £34.99 

ONSIDE £36.99 

PANZER GENERAL £34.99 

PARODIUS £2999 

PETE SAMPRAS EXTREME TENNIS# £36.99 
PGA GOLF 96 £34.99 

PLAYER MANAGER# £TBA 

PHILISOMA £37.49 


PITBALL# 

POWERPLAY HOCKEY 96 
PO ED# 

POWERSERVE TENNIS 
PRIMAL RAGE 
PRO PINBALL 
PROJECT OVERKILL# 

PSYCHIC DETECTIVE# 

RAGING SKIES 
RAYMAN 
RESIDENT EVIL 
RETURN FIRE 
REVOLUTION X 
RIDGE RACER 

RIDGE RACER REVOLUTION 
RISE 2: RESURRECTION 
ROAD RASH 
ROBO-PIT# 

ROBOTRON-X# 

SHELLSHOCK 
SHOCKWAVE ASSAULT 
SIM CITY 2000# 

SKELETON WARRIORS 
SLAMN'JAM 
SOVIET STRIKE# 

SPACE HULK 

SPOT GOES TO HOLLYWOOD# 
SUPERSONIC RACERS 
STARBLADE ALPHA 
STARFIGHTER 3000 
STREETFIGHTER ALPHA 
STREETFIGHTER THE MOVIE 
STREETRACER# 

STRIKER 96 
SWAGMAN# 

SYNDICATE WARS# 


£TBA TEKKEN £37.99 

£TBA TEKKEN II £39.95 

£38.99 THEME PARK £34.99 

£34.99 THUNDERHAWK II £29.95 

£34.99 TILT £32.99 

£34.99 TIME COMMANDO £34.99 

£36.99 TITAN WARS# £34.99 

£36.99 TOMB RAIDER# £TBA 

£36 99 TOP GUN £36.99 

£34.99 TOSHINDEN £36.99 

£38.99 TOSHINDEN 2 £37.99 

£36.99 TOTAL NBA 96 £37.99 

£29.99 TRANSPORT TYCOON# £TBA 

£36.99 TRASH IT# £TBA 

£37.99 TRUE PINBALL £36.99 

£36.99 TUNNEL B1 £34.99 

£36.99 VIEWPOINT £36.99 

£34.99 VIPER# £37.99 

£TBA VIRTUAL GOLF# £36.99 

£34.99 VIRTUAL OPEN TENNIS# £36.99 

£34.99 VR BASEBALL 96# £TBA 

£36.99 WARHAMMER# £TBA 

£36.99 WARHAWK £38.99 

£29.99 WING COMMANDER 3 £39.99 

£TBA WIPEOUT £38.99 

£36.99 WIPEOUT 2097# £TBA 

£TBA WORLD CUP GOLF £33.99 

£TBA WORMS £34.99 

£36.99 WWF ARCADE £29.95 

£34 99 X-COM TERROR FROM THE DEEP# £TBA 

£34.99 X-MEN: CHILDREN OF THE ATOM# £36.99 

£24.99 ZERO DIVIDE £34.99 

£TBA ZOIKS# £TBA 

£29 99 WILLIAMS ARCADE GREAT HITS £26.99 

£38 99 GAMES MARKED # = DUE TO BE RELEASED 

£37.99 SOON. 


TOMMOIPRICE PROMISE 


WE DO MOT ALREADY HAT THE CHEAPEST G AMES PRICE S ARCHJ 

IF YOU ARE NOT 1 00% SATISFIED WITH YOUR 
THE ITEM IN A1 CONDITION WITHIN 48 HRS BY RECORDED 
REPLACE THE ITEM WITH ANY CAME OF YOUR CHOICE 

N SOFTWARE. (ALL HARDWARE £4.00 UK MAIN- 
PRICES INCLUDE VAT THE PRICE YOU SEE IS THE PRICE YOU PAY. 

FOR ALL CREDIT CARD ORDERS TAKEN BEFORE 4jOOPM 

VI SA-MASTIRCAllD-iUROCARD-SWITCH-DELTA 

riNC BY CHEQUE ALLOW FOR CLEARENCEtVOUR ORDER WILL BE RESERVED) 


MATCH THAT PRICE! WE Al 


RETURNS POLICY 

FREE 1ST CLASS DELIVERY 
ALL 

SAMEDAY DESPATCH 
WE ACCEP- 


TOMMO! lo-call#<>345 02 303 

01525 854358 

9tommo@taric.demon.co.uk 

TOMMO! 


CHEQUES PAYABL 
12- FIIUIANK WA 


CAMES MUST BE 
PROCESSING FEI 


BE CURRE 


NTLY ADVERTISED AND AVAILABLE. SUBJECT TO 10% TO AVOID DISAPPOINTMENT < 

CALLS CHARCED AT LOCAL RATE WHATEVER YOUR LOCATION. PRIOR NOTIFICATION.- 


PRICES CORP 



































Sadly, the 
PAL VERSION 
of Street 
Fighter 
Alpha 2 is 

ANOTHER SUF¬ 
FERER OF THE 
ETERNAL 
'LARGE BOR¬ 
DERS'SYN¬ 
DROME. The 
ACTION IS 
ALSO A TAD 
SLOWER THAN 
THE NTSC 
VERSION, 
ALTHOUGH THE 
BASIC PLAYA¬ 
BILITY IS STILL 
AS STRONG AS 
EVER. 









n the realm of 
.video pugilism 
I there can be 
very few doubts 
that Capcom are a 
veritable Mike Tyson within 
the genre. Since the release 
of Street Fighter 2 four years 
ago, the Japanese giants 
have refined and tinkered 
with their 2D beat 'em up 
engine over and over again, 
each time managing to add 
fresh ideas to what, by 
rights, should be a tired 
genre. Granted, the path to 
the likes of Street Fighter 
Alpha has seen a few experi¬ 
ments and disappointments 
(Darkstalkers , for example, is 
very shallow when compared 
to past Capcom efforts) but 
even the weaker Capcom 
releases manage to put the 
likes of Samurai Shodown or 
other contenders to their 
crown in their place. 

Whereas SNK sequels gen¬ 
erally offer more characters 
and a handful of extra moves. 


Release : November 
Company : Virgin 
Price : £44.95 
Players : 1 -2 
Genre : Beat'em up 


every time the Street Fighter 
series is updated, Capcom 
manage to make it signifi¬ 
cantly different from the last. 
As the series has progressed, 
Capcom's constant evolution 
and reinvention makes use of 
all the best ideas from other 
titles in their CV, with X- 
Men: Children of the Atom 
offering a precursor to Street 
Fighter Alpha 2‘ s new 
'Custom Combo' idea, as a 
simple multiple button press 
prompted Iceman or Wolver¬ 
ine to unleash an awesome 
succession of projectiles. 
Similarly, ideas which prove 
popular within the Street 
Fighter series are duly ported 
to other titles within the 
portfolio, thus ensuring con¬ 
stant cross-pollination of 


ideas to keep new releases 
fresh. With Street Fighter 
Alpha 2, however, they may 
well have pushed the bound¬ 
aries as far as the PlayStation 
can go. 

ypaSoWgaaT 

Capcom are victims of their 
own success, and the con¬ 
stant evolution of the Street 
Fighter series is partly down 


to the devotion and unforgiv¬ 
ing nature of its die-hard 
fans. To many. Street Fighter 
Alpha was the pinnacle of the 
series, offering an extension 
on the combos and special 
moves of its predecessors. 
However, real purists felt 
that Street Fighter Alpha 
needed more backdrops, had 
a few gripes with the new 
blocking routines, and were 
perturbed that Super Street 








































Nash (for experimenting on 
their Marine colleagues), and 
a vigilante called Cammy 
(who is revealed as Bison's 
daughter!). Although charac¬ 
ters come and go as the 
series progresses, this sce¬ 
nario is rarely altered; and 
although the eighteen fight¬ 
ers are a straight mix of the 
forces of good and evil, all 
are out to topple Bison for 
reasons usually explained in 
the many and varied end 
game sequences. 


The special 

FINISHING 
MOVE WHITES 
OUT THE 
SCREEN AS THE 
FINAL HUMILI¬ 
ATION TO THE 
LOSER IS 
METED OUT - 
USUALLY VIA A 
FLURRY OF 
PUNCHES OR 
WELL-TIMED 

kicks. Pure 

OVERKILL, BUT 
VERY SATISFY¬ 
ING INDEED. 


Fighter had more characters. 
Some people are just never 
happy. Still, to their credit, 
Capcom have used the devel¬ 
opment time to address such 
problems, and Street Fighter 
Alpha 2 is the proud owner of 
eighteen characters, numer¬ 
ous new backdrops, refine¬ 
ments to the aforementioned 
blocking system, and an all- 
new 'Custom Combo' system. 

Each episode of the Street 
Fighter saga comes with a 
selection of plot lines which 
tie in to the climactic fight 
against the ever-present M. 
Bison. Ryu and Sagat, for 


example, are old enemies 
from the first game. The orig¬ 
inal Street Fighter pitted six 
fighters against each other, 
with Sagat acting as the 
game's final adversary. Ryu 
duly defeated the kick-box¬ 
ing giant, using a Dragon 
Punch which not only KO'd 
Sagat, but left a gaping scar 
across his chest - a perma¬ 
nent reminder for Sagat of 
his humiliation by the young 
rookie. From here, Sagat 
teamed up with General M. 
Bison, ruler of a man-made 
island and criminal paradise 
called Shadaloo. With his 
cohorts Balrog, Vega, and 
Sagat, Bison planned to seize 
control of the world with an 
army of genetically altered 
mutants funded through his 
narcotics empire. Through 
the next few updates of the 
Street Fighter, Bison incurs 
the wrath of Chun-Li (by 
killing her father). Guile and 


STRUT FIEHTER 3: THE SAEA CONTINUES 


Every since Street Fighter fever peaked with the release of the second 
game, speculation has been rife regarding the third game in the series. 
While Street Fighter Alpha 2 is as far removed from the original Street 
Fighter 2 engine as possible, Capcom refuse to call the game Street 
Fighter 3, stating they have something very special planned for the third 
in the series. Street Fighter 3 will again use a 2D view, but Capcom are 
utilising a new graphics board which will zoom in and out of the action. 
Although details are sketchy, Capcom are confident that Street Fighter 3 
will be "the ultimate 2D fighting game", and also confirm that of the 
existing warriors, only Ken and Ryu will definitely be appearing. The code 
is nearly 60% complete, and Capcom are hoping for an arcade release 
before the end of the year, although due to the complex nature of the 
graphics routines used to facilitate the zoom modes, the developers are 
doubtful even the PlayStation would be able to recreate the game and do 
it full justice, stating that 'additional hardware and great care' would be 
needed before Street Fighter 3 sees the light of day on the Sony machine. 


The eighteen characters are 
all fairly familiar, with the 
majority old hands from the 
first Street Fighter Alpha, 
while five new heroes have 
been added to the roster. Of 
these, Dhalsim and Zangief 
will be familiarto fans of the 
series - although the sprites 
are far more spectacular than 
before, with both benefiting 
from the PlayStation's 
enhanced palette and sprite 
manipulation skills. 

Partnering the two old hands 
are two stereotypes of the 
beat 'em up genre — Gen and 
Sakura, the obligatory 
old man and young 
schoolgirl characters, 
the former of which 
made his debut in 
the original Street 
Fighter - 
while the fifth 
and final 
combat¬ 
ant is 
another 
kiss to a 
past Capcom 
as Rolento, 
mid-boss of Final 
Fight enters the 
tournament. 

The overall 
look of Street 
Fighter Alpha 
2 is virtually 
indiscernible 
from the coin-op, 
with the large sprites 
incredibly well animat¬ 
ed, and slipping into 
each move instantly, 
ensuring the latest edi¬ 
tion is as playable as its 
predecessors. Such atten¬ 
tion to detail extends to 
each fighter starring 



against his or her own back¬ 
drop which, in turn, ties in 
with the relevant scenarios, 
with Guile's US Marine 
buddy, Nash, battling while a 
jump jet hovers in front of 
the military base backdrop, 
while home to Rolento is a 
perfect recreation of the lift 
stage from Final Fight. In 
addition to touches such as 
these, Capcom are notorious 
for adding hidden extras to 
their games, and Street 
Fighter Alpha 2 also contains 
extra locations based on 
Venezuela and Australia, 
which appear when the play¬ 
er fights specific boss charac¬ 
ters at a set time. 




bTATIOES 


The real beauty of Street 
Fighter Alpha 2 and others in 
the Street Fighter series is 
that everything is geared 
towards skill and reflexes on 
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the player's part. The familiar 
six button control system has 
remained unchanged since 
Street Fighter 2 and is a testa¬ 
ment to the flexibility of the 
series' ease of use, but the 
latest addition to the Street 
Fighter family has added 
refinements which, while 
not always apparent, 
make all the difference to 
the game. Take, for 
t example, blocking. A 
huge stumbling block in 
a number of fighting 
games, the first Street 
Fighter Alpha was 
limited in that 
blocking was 
imprecise, 
and that a 
standard block 
would normally 
guarantee no 
energy would be 
lost. This time 
round, Capcom 
have incorporat¬ 



ed a more precise system, 
and the player must now 
determine whether to block 
high or low in order to com¬ 
bat flying kicks or counter a 
slow sweep or punch. While 
the addition of such features 
may sound complex, in prac¬ 
tice the blocking comple¬ 
ments the fighting action 
perfectly. All the moves in 
the assorted versions of 
Street Fighter have been easy 
to effect, and it is a testa¬ 
ment to the series that virtu¬ 
ally every beat 'em up rips 
off the standard fireball 
move. Each of the eighteen 
characters is equipped with 
at least four or five special 
moves, including all the old 
favourites such as Ken and 
Ryu's Dragon Punches and 
fireballs, Chun-Li's fast kick¬ 
ing skills and Zangief's 
wrestling moves, but the 
creme de la creme are the 
'Custom Combos.' Running 


mjmm mm m _ 

Throughout the series' eight-year history, Capcom have 
constantly refined their World Warriors and the world 
around them. The original game was a rather limp affair 
where the player hit a selection of touch-sensitive pads to 
instigate a limited selection of punches and kicks. 

However, the game also introduced Ken, Ryu, Sagat and 
Gen, the first three of which have made appearances in the 
every one of the updated versions which followed, while 
Gen returns to the fold for Street Fighter Alpha 2. The art¬ 
work produced for each game also reflects Japanese trends, 
with earlier versions mere sketches of the characters we 
take for granted today, while Street Fighter 2 Turbo saw 
Capcom jumping on the Anime bandwagon, with more solid 
and garishly-coloured versions of all the characters. In the 
preparation for each new game in the series, Capcom pro¬ 
duce extensive character artwork in order to enhance the 
mysticism behind each character's scenarios, and every new 
game is followed by a series of paintings and illustrations of 
the heroes at rest and in combat. Casualties along the way 
have been the likes of Fei-Long (a Bruce Lee clone), Cammy 
(the only English entrant), and Balrog (a Mike Tyson look 
alike), but Capcom never discard a character for good - as 
seen in the surprise resurrection of Gen for Street Fighter 
Alpha 2 - and although only Ryu and Ken are confirmed for 
the forthcoming Street Fighter 3, any of the past World 
Warriors are ripe for a rematch against M. Bison. 
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i Op iXIi OXI If the advent of Tekken 2 and its clones had people doubt- 
j ing the future of 2D beat 'em ups, Capcom have replied with the best 
] Street Fighter to date. While the original Street Fighter Alpha was a strong 
i conversion. Street Fighter Alpha 2 wipes the floor with its predecessor, 

| seamlessly adding 'Custom Combos' and stunning counter moves to the j 
| mix. There is so much to learn in Street Fighter Alpha 2 that you'd expect 
i the game to suffer and become over complex in the process, but the ease 
! of play associated with the series is as predominant as ever. Capcom have | 
{ excelled themselves with this stunning conversion, and Street Fighter 
i Alpha 2 proves that you most certainly can teach an old dog new tricks. A 


i stunningly playable conversion, and a damn fine game to boot. SM 

i_i 


across the bottom of the play 
area are two power bars 
which are topped up with 
every punch and kick that 
lands home. Each bar can be 
topped up three times, and 
pressing a mixture of kick 
and punch buttons launches 
the player's combatant into a 
breath-taking flurry of 
punches, kicks and special 
moves. All the time the 
combo is in action, the sprite 
is followed by a number of 
shadowy representations to 
indicate the ferocity of the 
attack, but at the same time 
the power bar is gradually 
reduced before the attack 
finally comes to an end. 

Ordinarily, using these 
'Custom Combos' would be 
enough and every attack 
would end in the spectacular 
screen effects that follow a 
successful beating, but all 
things being equal every¬ 
thing in Street Fighter Alpha 2 
has an equal and opposite 
reaction. The 'Custom 
Combos' can be stopped in 
their tracks by a well-timed 
kick or punch, while the 
'Alpha Counter' of the first 
game has also been upgraded 
to make play fairer than 
before. One of the main addi¬ 
tions to the first Street 
Fighter Alpha counters allows 
any character to turn an 
opponent's move against 
them. Thus, if a player 
attacks from a jumping posi¬ 
tion, the resultant counter 
sends them spinning away, 
while the power bar below is 
reduced slightly. 


It is amazing how much bet¬ 
ter Street Fighter Alpha 2 is 
over its predecessor consid¬ 
ering there is little more than 
a year's development 
between them. Although aes¬ 
thetically both Street Fighter 
Alphas are equal, in terms of 
gameplay the sequel is leaps 
and bounds ahead of the 
rest. The new 'Custom 
Combos' are easy to effect 
and even a Street Fighter v ir- 
gin will be able to string 
together a few moves, while 




Special 
moves are 

WHAT SEPA¬ 
RATE Street 
Fighter from 

ITS MANY 
RIVALS , BUT 
THE ADDITION 
OF THE 

'Custom 
Combo'sys¬ 
tem adds 

EVEN MORE TO 
THE CUSTOM¬ 
ARY FIREBALLS 
AND GRAVITY- 
DEFYING KICKS 
ON OFFER. 



complete mastery will 
require the player to get to 
grips with the counter moves 
and special moves. The real 
beauty of Street Fighter Alpha 
2, however, is that it is one of 
the few beat 'em ups that can 
grow with the player. Just as 
prolonged play of Tekken 2 
reveals its secrets, so to does 
constant play of Capcom's 
latest and greatest. Street 
Fighter Alpha 2 succeeds on a 
number of counts, with fans 
of the arcade game treated 
to a nigh-on perfect conver¬ 
sion, while newcomers to the 
genre will be able to tinker 
with the basic moves before 
moving into the more com¬ 
plex attacks. Everything is 
geared towards making the 
action fast-paced, and Street 
Fighter Alpha 2 proves that 
anything Namco can do in 
3D, Capcom can more than 
match on a 2D plane. 





. Graphics : 90 

Animation : 88 
'"'Sound FX: .89 

. Music,: 88 

Lastability:93 
Playability : 93 




























































9.30am to 8pm Mon-Sat 
10am to 5pm Sun & Bank Hols 

01279 600204 


offers available. GUYVER 1 VHS £L|TrHFn pvp OR 24 CAPACITY 
(Overseas^ MANGA VIDEO S ™^’ °CD WALLET 


FREE 


FOOTBALL 

FREE FREE 


Or fax 01279 726842 (we II fax back) 
HEAVY discounts HUGE range 
Credit terms sub|ect to status 
Regular Colour Club Magazine 
Great prises to be won 



PLAYSTATION * 
FORMULA I £224.9 



PlayStation 
Game CD’s 


DIE HARD TRIL 93% (PLG) 34.99 NAMCO MUSEUM V0L.1 38.99 SUPER MOTOCROSS • ...35.99 


SATURN + ONE CONTROLLER ...£185.99 


• = NEW ITEM 
(PLG) = WORKS WITH 
PREDATOR LIGHT GUN 


DISCWORLD 2 • 

DISCWORLD 74% .35.91 

DOOM 93% 32.9! 

DRAGONHEART .34.9! 

DUKE NUKEM .29.9! 

DUNGEON KEEPER .36.9! 


(ANL) = WORKS IN ANALOGUE EARTHWORM JIM 2 


CREDIT TERMS AVAILABLE - SUBJECT TO STATUS 


FADE TO BLACK 9 


.33.99 NFL QUARTERBACK 97 


WE ONLY SELL GENUINE UK PLAYSTATIONS 
WE DO NOT RECOMMEND YOU BUY GREY IMPORTS 


PlayStation + one controller and playable 
demo CD featuring five top titles ... 186.99 

PlayStation + Extreme Sports. 199.99 

PlayStation + Ridge Racer . 204.99 

PlayStation + Tekken . 204.99 

PlayStation + Formula 1 224.99 

PlayStation “Fire” + 

2 joypads & memory card 


206.99 

includes extra Logic 3 joypad & memory card to save 
positions & high scores 


in 


PlayStation “Inferno” + 2 joypads 


& Hi-Capacity Memory Card ...225.99 

includes extra Saitek Megapad II joypad & 
high capacity memory card, 120 slot 


PlayStation “BIG” Deal ...319.99 

A m PlayStation "BIG” Deal consists of i- 
M / PlayStation, Demo CD, One Controller, 
I I Tr/ Tekken (95%), Formula 1 (94%), 

IJ /Q Ridge Racer (93%), Memory Card 
W / V & Extra Controller 
£31.99 deposit plus nine further 
repayments of £32 

Save £64 on combined RRP. 

Total price £319.99. APR 0%. Offer subject to status. To 
apply for 0% finance please place your order by telephone 
only on 01279 600204 (or ask for 
\ details at one of our club shops). 







ABLE WITH '6% FINAN 



ACTUA GOLF 
ACTUA SOCCER 94% 

ADIDAS POWER 

SOCCER 95% . 

ALIEN TRILOGY 94% 

ARCADE GOLF .37.99 FIRO AND KLAWD .31.49 OLYMPIC GAMES 89% 

AREA 51 . 

ASSAULT RIGS 81% 

BASEBALL • . 

BATMAN FOREVER 


NAMCO MUSEUM VOL.2 • 33.99 SUPERSONIC RACER 
NAMCO SOCCER GOAL- 33.99 SYNDICATE WARS 
NAMCO TENNIS COURT • 37.99 TEKKEN 95% 

NBA 96 94% . 

NBA HANGTIME ... 

NBA LIVE 97- ... 

NEED FOR 
SPEED 94% (ANL) 

NFL GAME DAY 


36.99 

.37.99 

.34.99 

.39.99 

.33.99 


BEDLAM 


...32.99 FORMULA 1 94% (ANL) 

.36.99 GEX 76% . 

.31.99 GRID RUN- . 

.35.99 GUNSHIP 2000 90% 


TEKKEN 2 

33.99 TENNIS (OCEAN) 

36.99 THEME HOSPITAL • 36. 

THEME PARK 86% .34. 

.35.99 THUNDERHAWK 2 85% ...37. 

.38.99 TOMB RAIDER •.35. 

.33.99 TOP GUN 76% .34. 

.36.99 TOSHINDEN 2 37. 

.37.99 TOTAL NBA .34. 

.31.99 TUNNEL B1 .34. 


r Look around our vast range 
of software & hardware items at 
our Special Reserve club shops 

Over 2,000 items stocked 
Our HUGE club shops are situated in 
Sawbridgeworth, Chelmsford and, 
t from the 26 th October, Bristol. 


VISIT OUR MASSIVE 
NEW BRISTOL CLUB SHOP 


Open 9.30am til 8pm 

349 Gloucester Road (in the Horfield 
area of Bristol). Near Kwik Save, 


opposite Blockbuster video 


OLYMPIC SOCCER 84% ...31.99 V-TENNIS .35.99 


All prices include VAT and carriage to MOST UK mainland addresses. 

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 


.29.99 PETE SAMPRAS TENNIS 34.99 VIRTUAL GOLF . 


BLACK DAWN- .34.9S 

BLAM! MACHINEHEAD 
BLAZING DRAGONS • 
BREAKPOINT- .34.9! 


...29.99 HEXEN .31.99 PGA TOUR GOLF 97 .35.99 WING COMMANDER 4 • ...36.99 


HYPER MATCH TENNIS 

INCREDIBLE HULK- .35.! 

INTERNATIONAL SUPERSTAR 


PLAYER MANAGER 2 .36. 

PO’ ED 87% .34. 

POWER PLAY HOCKEY 96 36. 


BROKEN SWORD • 
BUBBLE BOBBLE AND 
RAINBOW ISLAND • .. 

BUBBLE BOBBLE 2 .. 

BUST A MOVE 2 88% 


SOCCER DELUXE .36.49 PROJECT OVERKILL . 


...29.99 INT'L TRACK & FIELD 85% 34.99 RESIDENT EVIL 95% . 


JEWELS OF ORACLE • 
...24.99 JOHN MADDEN NFL 97 
JONAH LOMU RUGBY • 


' REVOLUTION 90% (ANL) 34.99 


WIPEOUT 94% (ANL) ... 

WIPEOUT 2097 (ANL) .39.99 

WORMS 92% .29.99 

..36.49 X-COM: TERROR DEEP • 34.99 

35.99 X-FILES.34.99 

X-MEN CHILDREN/ATOM 36.99 
X2 (PROJECT X2) .33.! 


..33.49 KONAMI LINKS (GOLF) ...36.49 ROAD RASH .36.9 


"U 


CASPER- .34.99 LEGACY OF KAIN • 


CHEESY 

CHRONICLES OF SWORD 36.99 LOMAX - ADVENTURES IN 
CITY OF LOST CHILDREN • 36.99 LEMMING LAND- 


i SHELLSHOCK 8 
i SIM CITY 2000 91% 
SKELETON WARRIORS . 
SLAM 'N' JAM 96 . 


HIGH CAPACITY ■ 
! MEMORY CARD 27.99 • 

1 120 SLOT. PLUGS INTO 


< TRIAL MEMBERSHIP ONLY £1 a magazine) 

[ ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) 

J Buy one item as you join for a year and we’ll give you a choice of great FREE gifts. 
J Over 250,000 people have joined, and Special Reserve has 80 dedicated staff. 
J Members are under no obligation to buy anything. Our regular club magazine 
contains a staggering selection of products, many at below trade price. 

J Hundreds of pages of information on our internet site at www.reserve.co.uk. 

Amazing club shops at Chelmsford, Essex and Sawbridgeworth, Herts. 

J PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail). 
No Quibble return policy £4 min or 2.5% - see the club magazine for details. 


SPACE HULK - V.O.T.B.A. 34. 


CRASH BANDICOOT • ...39.99 LONE SOLDIER 92% .34.99 SOVIET STRIKE- 

CROW: CITY OF ANGELS • 35.99 MAGIC CARPET 90% . 

CRUSADER 

NO REMORSE - .35.9! 

CYBERIA •.34.9! 

DARK STALKERS .35.9! 

DAVIS CUP TENNIS • .29.99 MORTAL KOMBAT TRIL . 


.37.99 

31.49 I MEMORY CARD SLOT ON 
I PLAYSTATION, I 
| ENABLING YOU TO SAVE | 
AND LOAD GAME | 
DATA (FOR | 


Overseas orders must be paid by credit card 


Hardware items (battery or mains) are only supplied to the UK mainland 


Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) 


PLAYSTATION PLUS 


DEST. DERBY 86% (ANL) 36.99 MOTOR TOON 2- 


DEST. DERBY 2 (ANL) • 


MYST .34.99 FIGHTER ALPHA 2 • 



Name & Address_ 


PLAYSTATION 

MISCELLANEOUS 


LOGIC 3 CONTROL STATION 

CONTROLLER ...12.49 
8 BUTTON 
CONTROLLER WITH 
EXTRA LONG CABLE 


GAMESTER 
STEERING 
WHEEL AND 
PEDALS ...74.99 
TRUE ANALOGUE 
PROGRESSIONAL 



FIRE MEMORY CARD 17.99 

ALLOWS YOU TO LOAD 
AND SAVE GAME DATA 
HIGH CAPACITY 
MEMORY CARD 
(120 SLOT) .. .27.99 
8 TIMES MORE CAPACITY 
THAN NORMAL MEMORY 
CARDS. TURBO FORMAT 
BUTTON FOR SUPER FAS1 

FORMAT AND ERASE 




OFFICIAL MEMORY 
CARD .21.99 

ALLOWS YOU TO LOAD 
AND SAVE GAME DATA 


PLAYSTATION LINK CABLE ...11.! 
ALLOWS TWO 
PLAYERS, EACH 
WITH THEIR OWN 
PLAYSTATION & 

TELEVISIONS, TO 
PLAY WITH OR AGAINST EACH OTHER 


STEERING, ACCELERATOR & BRAKE., & 
ANALOGUE FOOT PEDALS. LOOK FOR 
GAMES MARKED (ANL) 

OFFICIAL 

CONTROLLER ...26.99 


IAL MULTI-TAP .28.! 

PLUGS IN VIA 



CONTROLLER 
PORT 
ALLOWING 
FROM 1 TO 4 



CONTROLLERS TO BE CONNECTED FLOPPY DISKS. 


EXTERNAL DISK 
DRIVE .59.99 

3.5” DISK DRIVE 
FOR 

PLAYSTATION. 
PLUGS 

DIRECTLY INTO 
PLAYSTATION 
MEMORY CARD SLOT AND USES 
STANDARD LOW PRICE 2DD 


1 Enter membership number (if applicable) or 

| MEMBERSHIP FEE (ANNUAL £7.00) 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 50p per posted item or £3 hardware 

ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O ./Access/C red itcharge/Switch/Visa 


•CREDIT CARD 
• EXPIRY DATE . 


SWITCH 

_(ISSUE NO._) 


Mail Order address. Cheques payable to: 


SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM21 9PH 


Inevitably some games listed may not yet be available. Please phone to check availability 
SAVE = Saving off full retail price. Inter-Mediates Ltd, The Mailings, Sawbridgeworth. Herts. 
Prices may change without prior notification. Sent to press 10.10.96 E .& 0 E 



FORMULA1 *£ 38 . 99 - 
m 


Call NOW for your FREE 
catalogue 



^ 0 


J £ 39 . 9 ' 


SOFTWARE 

TTTtt'i i i ittTTT 

FIRST 


PLAYSTATION TITLES 


SPECIAL OFFERS 


£ 24 . 99 - 

£ 

A 



IITh Hour 
Mrain ... . 


.Please Call 

.36.99 

.36.99 

Adidas Power Soccer .37.99 

Agile Warrior .34.99 

AlenlHogy .35.99 

Alone In The Dark Jack Is Back .31.99 

Andretti Racing .36.99 

Apache Longbow.Please Call 

_Aquanauts Holiday .37.99 

■Armed .Please Call 

Biological Warfare.Please Call 

Blam Machine Head.37.99 

Blast Chamber.Please Call 

.34.99 

Braindead 13 .33.99 

Broken Sword.35.99 

Bubble Bobble & Rainbow Island . 26.99 

Bubble Bobble 2.36.99 

_ _A Move 2 .2&90 

JCasper .36.99 

mcheesy.34.99 

Chessmaster 3D.33.99 

Chronicles Of The Sword .37.99 

.39.99 

Crimewave... ... 37.99 

Cyber Gladiators .Please Call 

D.36.99 

Dark Forces.Please Call 

Dark Stalkers .Please Call 

_ Davis Cup Tennis.36.99 

■ Dawn Of Darkness .29.99 

Deadly Skies .36.99 

Deathtrap Dungeon .Please Call 

1 Descent.37.99 

Destruction Derby .37.99 

itruction Deity 2 .39.99 

r — HordDflogy.3*99 

piscworid .37.99 


Disruptor.Please Call 

Doom .3«j9 

Dragonhead .36.99 

Dreamteam.Please Call 

Duke Nuke am 3D.Please Cal 

BaRSSJBHT ~ -.-- k= 28 S 

Exhumed .34.99 

Extreme Pinball .36.99 

FI Racing .Please Call 

Fade To Black .36.99 

Final Doom .33.99 

Floating Runner .34.99 

Flying Corps.Please Call 

Football Manager .Please Call 

^ 3899 

Frank Thomas Big Hurt Baseball.34.99 

Gun Low.Please Call 

Gunship 2000.34.99 

Hardball 5 .34.99 

Heavy Heat.Please Call 

Hi Octane .35.99 

Hulk 2.Please Call 

Hyper Match Tour Tennis .Please Call 

Hyper Slam.Please Call 

Impact Racing.36.99 

In The Hunt .34.99 

Int Champ Soccer ... .35.99 

Iron Man XO.Please Call 

Jonah Lomu Rugby .Please Cal 

Jumping Rash.36.99 

Jumping Rash 2 .38.99 

Jupiter Strike . 36.99 

Killing Zone. 29.99 

{^^VTTEety’ . .’. . Pleas^Call 

Lemmings 3D. . 25.99 

Lemmings Platform .Please Call 

Loaded.37.99 


Actua Soccer .24.99 Street Fighter The Movie .19.99 

Cyberspeed.19.99 Theme Park.29.99 

Defcon 5 . 24.99 Thunderhawk 2.29.99 

FIFA 96 .19.99 Wing Commander 3 .34.99 

.29.99 


Ridge Racer.. 


■I 


Lone Soldier. 

Lost Vikings 2 ... . 
Madden NFL 97.. 
Magic Carpet .. 

Megaman X3. 

Mickeys Wild Adventure 


.24.99 

. Please Call 

.36.99 

.35.99 

. 36.99 
.36.99 


Micro Machines 3.36.99 

Mortal Kombat 1 & 2 .Please Call 

Mortal Kombat 3 .39.99 

Myst .37.99 

Namco Museum Collection 1 38.99 

Namco Museum Collection 2 34.99 

Namco Soccer Prime Goal .34.99 

Nascar 96 .Please Call 

NBA 96 .36.99 

NBA In The Zone .36.99 

NBA Jam Tournament Edition .33.99 

NBA Live 96 . 36.99 

Need For Speed.36.99 

NFL Game Day .37.99 

NFL Quarterback Club 96 34.99 

NHL Face Off .37.99 

Off World Interceptor .32.99 

Offensive .34.99 

Olympic Games .36.99 

Olympic Soccer.36.99 

On Side .36.99 

Panzer General .33.99 

Penny Racers .36.99 

PGA European Tour .36.99 

PGA Tour Golf 97 . 36.99 

Phitosoma.36.99 


Pitball .36.99 

Player Manager 2.Please Call 

Poed 36.99 

Power Play Hockey 96.Please Call 

Primal Rage .35.99 

Prime Goal Ex.Please Call 

Pro Pinball .35.99 

Project Overkill .36.99 

Prowler.Please Call 

Psychic Detective .35.99 

Raging Skies.36.99 

Raiden Project .34.99 

Rapid Reload.34.99 

Raven Project .35.99 

Raw Pursuit .36.99 

Rayman .36.99 

Reloaded .Please Call 

Resident Evil .39.99 

Return Fire .34.99 

Return To Zork .36.99 

Revolution X .36.99 

Ridge Racer Revolution.38.99 

Rise Of The Robots 2 .36.99 

Road Rash .36.99 

Robopit .33.99 

Rock N Roll Racing 2 .36.99 

Sampras Extreme Tennis.36.99 

Shell Shock .36.99 

Sim City 2000 . 34.99 

Skeleton Warriors .36.99 

Slam N Jam .34.99 

Slayer .33.99 


Soviet Strike.. 36.99 

Space Hulk Votba .36.99 

Speed Freak .Please Call 

Spycraft.Please Call 

Star Trek Generations.Please Call 

Starblade Alpha .34.99 

Starfighter 3000 . 36.99 

Street Fighter Alpha.35.99 

Street Racer .36.99 

Striker 96.19.99 

Swagman .36.99 

Syndicate Wars.36.99 

Tekken .39.99 

Tekken 2 .39.99 

Tempest 2000 .Please Call 

Tennis .34.99 

Tilt .36.99 

Time Commando .36.99 

Tomb Raider.39.99 

Top Gun Fire At Will.36.99 

Toshinden 2 .38.99 

Total Football .Please Call 

Total NBA 96 . 38.99 

Track & Field.36.99 

Transport Tycoon.34.99 

Trash It.36.99 

True Pinball .33.99 

Tunnel B1.36.99 

Twisted Metal.37.99 

Ultimate Skidmarks .Please Call 

Victory Boxing .36.99 

Viewpoint .36.99 

Viper .34.99 

Virtual Golf.35.99 

Warhammer Shadow Of Rat .36.99 

Warhawk .38.99 

Williams Arcade Greatest .30.99 

WipeOut .37.99 

Wipe Out 2097 . 39.99 


World Cup Golf .33.99 

Worms.34.99 

Wrestlemania Arcade .37.99 

X Com Terror From The Deep.35.99 

X Men Children Of Atom.36.99 

X2 .36.99 

XS.Please Call 

Zero Divide .34.99 

Ascii Control Pad.29.99 

Ascii Fighter Stick .49.99 

Cyclone Joypad .19.99 

(8 Button Fully Featured Joypad) 

JoyPlus Memory Card 1Mb.16.99 

Mad Catz Steering Wheel.64.99 

Negcom Controller .36.99 

Performer Turbo Wheel.44.£ 

(Analogue Self Centering Steering Wheel) 

Playstation Controller .22.99 

Playstation Link Cable .11.99 

(Used to connect 2 or more Playstations 
for multiplay) 

Playstation Memory Card 1Mb .20.99 

Playstation Memory Card 4 Mb .32.99 

Playstation Mouse .24.99 

Playstation Multitap.29.99 

Playstation RFU Adaptor .20.99 

Playstation Scart Cable.11.99 

Ps Game Pad 8 .19.99 

(Playstation pad with auto-fire) 

Ps Super Pad.15.99 

(Standard Playstation type Pad) 

Playstation Machine & 1 Pad .189.99 

>n Pick-A-Pack .219.99 

tion machine, 1 Pad & Any 
of your choice) 


All prices include VAT. Credit cards not 
charged until day of despatch 
Free postage in UK (except consoles) 
Next day UK mainland £4.00 
Overseas Postage: 

Europe £2.00 per item 
R.O.W. £3.00 oer item 


Tel: 01268 531222 


Fax: 01268 531177 


EMail: sales@softwarefirst.com 


Web site: http://www.softwarefirst.com 


Please send Cheques/POs payable to: 

SOFTWARE FIRST, UNIT 6 CAPRICORN CENTRE, 
CRANES FARM ROAD, BASILDON, SS14 3JJ. 
Telephone Orders: Mon-Fri 9.30 - 6.30pm, Sat & Sun 
10am - 4pm. Order Answerphone at all other times. 

Some titles may not be released at time of going to press. 
Prices are subject to change without notice. E&OE. Callers welcome 
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Throughout 

ALL ITS INCAR¬ 
NATIONS, 

Mortal 
Kombat has 

BEEN CONSID¬ 
ERED AMONG 
THE VERY BEST 
OF THE BEAT 
'EM UP GENRE. 





r.\ 


ortal Kombat is 
one of the most 
J famous games 
r ever. Since the 
original Mortal 
Kombat coin-op was released 
towards the end of 1991 ,the 
series has gained popularity 
with games players the world 
over, and more than a few 
people seem just a little keen 
on it. The sort of people I'm 
talking about will probably 
swoon over this, the logical 
culmination of five years of 
Mortal Kombatee ring and the 
last game to feature the likes 
of Sonya and Kano before 
Midway unveil the forthcom¬ 
ing Mortal Kombat 4 coin-op. 

Mortal Kombat Trilogy is 
essentially the last four 
Mortal Kombat games ( Mortal 
Kombat , Mortal Kombat 2 ; 
Mortal Kombat 3, and 
Ultimate Mortal Kombat ) 
rolled into a gigantic Mortal 
Kombat epic. It is the perfect 
reply to the countless calls 
we receive asking whether 
'so and so is a hidden charac¬ 
ter in Mortal Kombat 2, or 
'Can I be the boss?'. There 
are also a couple of new char¬ 
acters who, despite having 
existed as rumours within the 
Mortal Kombat circuit, have 
never been seen before in a 
Mortal Kombat game. In total 
there are 28 selectable char¬ 
acters from earlier versions 
of the games, and some of 
which that have been in more 
than one game (Kano and 
Scorpion, for example) are 
represented by the latest 
incarnation of themselves - 
while Mortal Kombat purists 
are treated to the two ver¬ 
sions of Sub-zero (who 


Release : NOV 
Company: GT Interactive 
Price : £44.95 
Players: 1-8 
Genre : Beat'em up 
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underwent a change in 
Mortal Kombat 3), while 
Smoke is also in his "new" 
and "classic" forms. 

As usual the aim of the 
one-player game is to reach 
and defeat the bosses, taking 
on all-comers along the way. 
There are also several multi¬ 
player games. The first is the 
regular two player mode. The 
second is the two versus two 
game, where each player 
chooses two characters. 
When one player's character 
is defeated then their backup 
character enters the fray. 
When both characters have 
been defeated the other 
player is declared the victor. 
And there is a tournament 
mode, where 8 players each 
choose a character, and the 
greatest Kombatee r is decid¬ 
ed in a Euro '96-style knock¬ 
out competition. 




If you are unfamiliar with 
Mortal Kombat (which is 


unlikely unless you spend all 
day cutting out pictures of 
Emma Forbes and sticking 
them in a special scrap book), 
then allow me to explain 
what it's all about. It's all 
about fighting. Originally 
there was a big furore about 
Mortal Kombat because it 
showed 'real people' (digi¬ 
tised sprites) beating the hell 
out of each other, and some¬ 
times actually killing each 
other in a gruesome manner. 
The sequels expanded on this 
aspect by increasing the 
number of 'Fatalities' (the 
aforementioned killing 
moves), and also introducing 
'Animalities' (the winning 


fighter turns into an animal 
and kills the other character 
- an idea which started as a 
rumour following Mortal 
Kombat 2's release, but was 
first shown in the third 
game), 'Babalities' (the win¬ 
ning fighter turns the other 
one into a baby), and 
'Friendships' (the winning 
fighter tries to make up by 
giving the other fighter a 
present or a similarly pleas¬ 
ant gesture). The sequels also 
introduced new character, 
moves, locations and combos 
to keep up with the demands 
f the ardent Mortal Kombat 
fan base. 

The plot is more or less an 




































irrelevant excuse for every 
body bashing each other up, 
but to keep the fans happy, 
the game's introductory loop 
offers a picture of each char¬ 
acter and text to explain 
exactly why they are punch¬ 
ing everyone else very hard 
in the face. It's all to do with 
a big evil warlord god — Shao 
Kahn - who wants to take 
over the world by getting 
every one to punch everyone 
else very hard in the face, 
thinking that with the best 
fighters all knocked out, his 
path to total domination will 
be simpler. 

There is a lot of blood, but 
it wouldn't be a Mortal 
Kombat game if the red stuff 
wasn't dashed about a bit. 
Now I don't know if it's me 
going old, or mad, but there 
seems to be more blood in 
Mortal Kombat Trilogy now 
then ever. Maybe it's the 
Power of the PlayStation™, 
but it could be the develop¬ 
ers being a bit bonkers 
barmy, with the splats larger 
than ever before, and some 
superbly gruesome death 
moves on offer. 


The controls are a bit like all 
the other one-on-one beat 
'em ups ever, really. There 
high and low (altitude) punch 
and kick buttons, a block 
button, and a run button. By 
combining the use of these 
buttons with the Dpad you 
can belt your opponent 
round the chops. Certain 
sequences result in the 
unleashing of special attacks 
that utilise weapons and 
magical powers. If you man¬ 
age to lump your opponent 
again and again without 
interruption then a bar 
flashes up saying how 
many times you whacked 
them and exactly how 
much energy they lost as 




a result. 

Each encounter lasts for 
two rounds, and when your 
enemy has lost all of their 
energy the second time then 
you get the chance to "Finish 
Him!''. Or her. This means 
they stand stunned until you 
hit them again. By pressing 
the correct combination of 
buttons you can perform the 
aforementioned finishing 
moves. If the battle is set at 
one of the special locations 
then a certain attack will 
make something special hap¬ 
pen - ie you punch them and 
they fly off a bridge to their 
spiked doom. A new addition 
to Mortal Kombat Trilogy is 
that if you manage to do a 
great big combo on them 
after you have defeated them 
(achieved by going up to 
them and pressing the punch 


(above) Do 

YOU SEE THE 
TINY ROW OF 
BOXES UNDER¬ 
NEATH THE 
PICTURE OF 
THE TWO 

Kombatants? 
That is the 

CODE BOX. 

You CAN 
CHANCE THE 
SYMBOL IN 
EACH BOX BY 
PRESSING A 
CERTAIN BUT¬ 
TON ON YOUR 
JOYPAD. IF 
YOU MANAGE 
TO INSERT A 
CORRECT COM¬ 
BINATION 
BEFORE THE 
MATCH LOADS 
THEN YOU 
ACTIVATE CER¬ 
TAIN HIDDEN 
SECRETS. 

There are no 

CHEATS, 
THOUGH. 


Bf YOtlR OWN BOSS. 


Yes, hidden deep within Mortal Kombat Trilogy are the Mortal 
Kombat series bosses for you to play (except the original 
Shang Tsung). Theses blokes are very strong, so knowing how 
to access them is a great advantage. 


Goro was the penultimate 
boss in the original Mortal 
Kombat , and is a great big 
demigod with four arms. His 
most powerful punch makes 
your opponent rocket across 
the screen, and hurts loads. 


KIHTARR 

Kintaro was Goro's replace¬ 
ment in Mortal Kombat 2. He 
has spiked armour, and his 
jump/squash attack makes 
him very difficult to defeat. 
Watch him clobber his oppo¬ 
nent with his size 29 shoes. 


SHOA KAHN 

Is the shadowy lord of all evil, 
and shares a similar taste in 
clothing to Kintaro. He's also 
got a great big mallet to 
whack his enemies with, 
operated by pressing back, 
forwards, high punch. 

MOTARR 

Motaro is a horned centaur 
with a prehensile tail. 

Probably the strongest 
Kombatant , watch out for his 
powerful hind legs kick, which 
can take off over a quarter of 
his opponents energy. 


(Above) i: yeSj as the copious amount of 

BLOOD SHOWS, THIS IS INDEED MORTAL KOMBAT. 

2 : Blam! Stryker vents his fury on an unsus¬ 
pecting Smoke. 3: Cripes - Liu Kang has just 

BEEN PUNCHED THROUGH THE CEILING. 4 : EVEN 
ROBOTS CAN FLYING KICK IN MORTAL KOMBAT 

Trilogy. 5 : Noob uses his sinister attack on a 

MAN IN A HAT. 6 : STRYKER SHOWS OFF HIS GRENADE 
USING PROWESS. 7 : SlNDEL AND JAX FIGHT IN HELL 

8 : Give him the cold shoulder - literally. 
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playing the all-new 
'Aggressor' panel) they 
explode into a mass of blood 
and gore. 


In one-player mode 
you are given the 
choice of four dif¬ 
ficulty levels. In 
each you have to 
defeat a certain 
number of other 
fighters, then finish 
one or two endurance 
fights (where you have to 
defeat more than one fighter 
on the same energy bar), and 
then take on the bosses and 
eventually face off with Shao 
Kahn. There isn't exactly a 
great deal of depth to the 

SEIUUJIlBmiCl 

Here are the 28 non-secret 
selectable characters you 
can choose in Mortal 
Kombat Trilogy. Running 
from left to right they 
arerNoob Saibot, Baraka, 
Cyrax, Sonya, Raiden, Rain, 
Cage, Scorpion, Subzero, 
Smoke, Reptile, Jax, 

Sector, Liu Kang, Jade, 
Sheeva, Kung Lao, Smoke 
(again). Night Wolf, Sindel, 
Ermac, Subzero (again), 
Stryker, Kabal, Kitana, 

Kano, Mileena, and finally 
Shang-Tsung. 




gameplay, but there are lots 
of finishing moves and 
secrets to discover, and this 
is where the lasting enjoy¬ 
ment is supposed to come 
from - although it could 
be argued that ran¬ 
domly bashing but¬ 
tons doesn't con¬ 
stitute a rewarding 
game play experi¬ 
ence — but, hey, 
the series wouldn't 
have lasted this long 
if people wanted depth. 
The two-player game and 
tournament mode is where 
the lasting appeal really 
resides. There are so many 
characters to choose it could 
be ages before you get 
bored. The sheer number of 
characters also adds lasting 
appeal to the one player 
game, as you can try finishing 
it will all the characters. 

If have never played Mortal 
Kombat before and you want 
to, this is a good value way of 
getting to grips with the 
whole Mortal Kombat 
"world". If you already have 
Mortal Kombat 3 then you 
need to be a die-hard Mortal 
Kombat fan to part with near¬ 
ly fifty quid for this. If you 
are a die-hard Mortal Kombat 
fan then this is definitely the 
game for you. This is as com¬ 
plete a Mortal Kombat collec¬ 
tion as there is ever going to 
be, and the collection of 
characters and hidden extras 
also ensures that longevity is 
available even if the control 
system is as limited as ever. 
The fast nature of the game- 
play means that Mortal 
Kombat will always rely on its 
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! Opinion Morfa/Ko/nbaf 7r#/ogyhaseverythingyoucouldaskforina i 
| fighting game, and it has lots of lasting appeal due to the various modes 
■ and tons of characters. As long as you don't mind that it's not a fancy 3D 


i affair, then Mortal Kombat Trilogy should float your fighty boat. TC i 
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Stryker 

ACTUALLY 
PULLS OUT A 
CUN AND JUST 
BLOWS AWAY 
HIS OPPO¬ 
NENT. It's a 
MYSTERY WHY 
NONE OF THE 
COMPETITORS 
THOUGHT TO 
DO IT BEFORE. 


speed to go up against the 
more move intensive Street 
Fighter series, but even so 
this is a highly playable 
game. The developers have 
added to the Mortal Kombat 
mythos in every area, from 
the first encounter with the 
considerably larger sprites 
(Sub Zero et al are now nearly 
double the size of their Mor¬ 
tal Kombat 3 cousins), and the 
many game modes allow for 
free-for-all play which is per¬ 
fect for flexing those special 
moves with. Beat 'em up fans 


fall into two camps - pro- 
Sfreef Fighter and pro- Mortal 
Kombat - and while this isn't 
going to convert any of the 
Capcom camp, it's still a very 
polished and playable game. 
And perfect for the die hard 
fans out there for blood... 



StadT 

Graphics : 90 
Animation : 88 
Sound FX : 81 

. Music z 74, 

Lastability : 85 
Playability : 93 
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ISSUE ON SALE NOW! 






Dwarves are 

STUBBORN 
CITS WHO 
HATE PRETTY 
MUCH EVERY¬ 
THING. They 
ARE EXCELLENT 
BREWERS 
THOUGH , 
FAVOURING 
SUPER-STRONG 
ALES OVER 
PONCY BOT¬ 
TLED LAGER. 


y life is full of 
secrets, some so 
hideous I would 
not, even for a 
second, dream of 
telling anyone. Others aren't 
so bad, so I'm not that 
embarrassed about them... at 
least not anymore. There was 
the time I buried the guinea 
pig, still alive, in the back 
garden, and left it under six 
inches of soil while I went off 
to play with my mates. In¬ 
credibly it was still alive 
when I returned hours later, 
but to this day my parents 
still don't know the reason 
behind Fang's seemingly 
unexplained fear of leav¬ 
ing his cage. 

That was when I was a 
kid. My teenage years 
were no better, and 
while Paul 
Smith and 
his gang of 
Hard Nuts 
were smok¬ 
ing ciga¬ 
rettes and 
getting off 


Company : Mindscape 
Price : £44.99 
Players: 1 
Genre : RPG 


: November 


with girls, I chose the more 
angelic route of table-top 
gaming. I chose Tharok the 
Giant Slayer and a handful of 
dice over a quick grope 
behind the bike sheds, a 
decision which I look back at 
with amazement even after 
ten years. Still, being a 
acolyte of the hundred-sided 
die has it advantages - how 
many of you, for example, 
know the difference between 
Minotaur and a Manticore?* 
So, to me Warhammer: 
Shadow of the Horned Rat is 
familiar ground, a strategy 
epic based on the table-top 
game of the same name. 
Everything has been 
crammed in, from Ores to 


Trolls to Dwarfs to Skaven. 
There are units of cavalry, 
ranks of archers, hundred of 
foot troops... it is Warham¬ 
mer , just without the anorak. 



Warhammer: Shadow of the 
Horned Rat's starting point, 
and the army's centre of 
operations, is Dietrich's cara¬ 
van. Dietrich is the paymaster 
and right-hand man of the 
commanding general, but is 
more than a simple accoun¬ 
tant. He's a mine of informa¬ 
tion and offers advice on 
forthcoming missions, high¬ 
lighting the units available 
for the next battle and also 


marking them for skill and 
experience. First things first 
though - a mission must be 
chosen before gathering an 
army. Conversing with 
Dietrich, he reveals the loca¬ 
tion of the first conflict: gob 
lins are raiding the small 
town of Schnappleburg and 
the villagers are willing to 
pay very handsomely if the 
invading greenskins are dri¬ 
ven away. 

Perusing the troop roster, 
just two regiments are avail¬ 
able: a unit of cavalry and a 
band of foot soldiers. More 
units become available fol¬ 
lowing the successful com¬ 
pletion of missions, and as 
your army becomes more 


mwmmmm 

Having chased the invading 
goblins from the town of 
Schnappleburg, Morgan 
Bernhardt is approached by 
the Border Prince Sven 
Carlsson. As a loyal servant 
of the Empire he is most 
distressed to learn about 
the secret meetings 
between fellow Prince Hiln 
and a nearby Skaven clan. 
He's wants Bernhardt to 
capture Hiln for interroga¬ 
tion, the reward for which 
will be plenty. 



TO AID TROOP DEPLOYMENT A 
QUICK SCAN OF THE BATTLEFIELD 
IS CALLED FOR. TO THE NORTH 

Prince Hiln can be seen talk¬ 
ing TO A GROUP OF SKAVEN 
warriors led by an assassin. 
Otherwise the area seems 

PRETTY QUIET... 



Three units are available: 

THE CRUDGEBRINGER CAVALRY, 
WHO SHOULD BE SENT OFF TO 
THE EAST; THE CRUDGEBRINGER 
INFANTRY WHO SHOULD WORK 
THEIR WAY BEHIND HlLN; AND 
THE MERCENARY CROSSBOW¬ 
MEN, WHO SHOULD STAY BACK. 


HHMI 


MHMM 
























renowned throughout the 
Warhammer world, offers for 
additional help come flood¬ 
ing in. Hiring troops is a cost¬ 
ly process though, and there¬ 
fore it's worth bearing mind 
the reward when bringing in 
hired help - there's no point 
calling up loads of troops 
when the reward doesn't 
even cover their wages, let 
alone leave money to spare. 
On the other hand, fighting 
with a handful of troops is 
suicide. Casualties will be 
high and hiring recruits will 
drain pretty much any 
reward, that's if you manage 
to defeat the enemy. 



The battle begins as both 
sides roll their armies out on 
to the battlefield and war 
cries are yelled. Each location 
is a completely 3D environ¬ 
ment littered with houses, 
trees, rivers and hills, and 
using the shoulder buttons 


it's possible to view the fray 
from pretty much any angle. 
Before swords are unsheath¬ 
ed and bows are strung, the 
soldiers must be deployed. 
Placed inside an area marked 
off by white flags, each unit 
is turned to face the enemy 
and then issued marching 
orders. By scrolling around 
the landscape any visible 
enemy regiments are immedi¬ 
ately shown, and a rough 
summary of their strength 
can be attained by zooming 
in and counting their num¬ 
bers. This allows for more 
strategic placing of friendly 
troops, although there is still 
the unknown elements of 
hidden enemies to be consid¬ 
ered when setting up. 

Just as choosing an army is 
a careful balancing act, plac¬ 
ing the units is just as impor¬ 
tant. Deploying all the troops 
on one side leaves your army 
prone to attack from the 
flanks, while spreading them 
out lessens the impact when 




charging into battle. The 
exact set up is therefore 
pretty much down to each 
individual location and the 
enemy's presence, although 
common sense plays a big 
part in deployment - archers 
and war machines should stay 
back and be ideally placed on 
top of hills to fire down on 
the opponents. Cavalry 
should charge in first to soft¬ 
en the enemy ranks and then 
foot troops rushed in to mop 
up the survivors. 





With all troops deployed and 
orders issued, the battle can 
commence. Unlike the board 
game, Warhammer: Shadow of 
the Horned Rat isn't turn- 
based. Instead, the battles 
are fought in real time, and 
as soon as the first war cry 
sounds the enemy charges 
into attack. Within seconds 
the once-calm battlefield is 
running amok with axe- 
wielding ores and wolf-riding 
goblins, hacking through the 
ranks of your army. Where 
friendly troops once stood, 
fighting for justice, bloody 
corpses now lay dead on the 
ground. It's all over in a mat¬ 
ter of seconds, and the 
chances of emerging victori¬ 
ous from your first battle are, 
frankly, slim. 

You see, Warhammer: 
Shadow of the Horned Rat is a 
difficult beast to master, and 
even learning the basic con¬ 
trols of the game takes time. 
It's not that the controls are 
awkward - far from it - it's 
just that strategy games 
aren't designed to be picked 
up and played for fifteen 



The infantry manage to 

SNEAK QUIETLY AROUND TO THE 
REAR IT'S ALL TO NO AVAIL - THE 
CHARGING CAVALRY ARE SPOT¬ 
TED. Panicked by your pres¬ 
ence, THE SKAVEN COMMANDER 
SLITS HlLN'S THROUGH BEFORE 
FLEEING FOR THE HILLS... 


A HANDFUL OF SKAVEN REMAIN, 
WHO IMMEDIATELY START 
CHARGING THE CRUDCEBRINGER 
INFANTRY. MEANWHILE, THE 
CRUDCEBRINGER CAVALRY IS 
AMBUSHED BY THREE UNITS OF 
SKAVEN WHO RUN DOWN FROM 
THE HILLS! 


Luckily the cavalry sound 

THE CHARGE FIRST, PUSHING 
THROUGH THE RANKS OF THE 
SKAVEN LIKE A KNIFE THROUGH 
BUTTER. THE RATMEN ARE EASI¬ 
LY SCARED, AND AS THE FIRST 
UNIT IS SLAIN THE REMAIN TWO 
BEGIN TO ROUT. 



The Skaven Commander 

MANAGES TO RALLY HIS TROOPS 
THROUGH, AND TURNS THEM 
AROUND FOR ANOTHER GO. 

Their counter-attack is 

FUTILE THOUGH, AS THE CAVAL¬ 
RY IS JOINED BY THE INFANTRY. 

Victory is ours! 


Burn in hell! 
Casting 
magic isn't 

AS STRAIGHT¬ 
FORWARD AS 
j STRIKING OUT 
WITH A BROAD 
SWORD BUT 
THE END 
RESULT IS INFI¬ 
NITELY MORE 
SATISFYING. 
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tm BETTER THAN 
mm THINE? 

So how does Warhammer: 
Shadow of the Horned Rat 
compare to Games 
Workshop's table-top origi¬ 
nal? To be quite honest it 
doesn't really. The table- 
top game is traditionally 
played by two or more 
sides, with vast armies of 
painted lead miniatures 
taken from comprehensive 
unit lists. The battle field is 
more often than not custom 
built complete with tiny 
buildings and trees 
(although it can be played 
on anything from carpet to 
cork tiles), and the results 
of the battle are pretty 
much down to the roll of a 
die - with a little help from 
the commander. The video 
game, however, is for one 
player only, and although 
the army lists are extensive 
a lot of the units aren't 
available until much later in 
the game. The scenery is a 
lot more realistic and varied 
than a piece of Astroturf 
with plastic trees glued to it 
though, but best of all you 
don't need a stash of six- 
sided dice or an anorak to 
play a game of Warhammer: 
Shadows of the Horned Rat. 
Thank goodness. 









minutes. They offer a long¬ 
term challenge and Warham¬ 
mer: Shadow of the Horned 
Rat is no different. With just 
a little perseverance, the 
controls become second 
nature and the odds of 
defeating the greenskins 
become more favourable. 

Units are recognised quick¬ 
ly and easily by their banners, 
which depicts their race and 
type. Friendly troops are 
cycled through using the 
shoulder buttons and orders 
are given using the action 
buttons. It's easy, then, to 
quickly switch between 
units, order them to attack 
and then quickly toggle back 
to the previous regiment 
before they're overpowered 
by the enemy. 


[C QblaiAl-ILB&BCOITQUEPj 


Moving an army is the easy 
bit though - combat is much 
harder as there is little time 
to think between conflicts. 
Once the charge is called, the 
unit thunders into hand-to- 
hand combat, the result of 
which is determined by 
Warhammer 1 s traditional 
combat charts, taken from 
the table-top game. There's 
no dice-rolling though - 
everything is neatly worked 
out and then illustrated, with 
slain troops lying on the floor 
as the battle is being lost or, 
victory at hand, your soldiers 
chase after a routing enemy. 
There many other aspects to 
consider, such as magic and 
ranged weapons. The latter is 
pretty simple, simply select a 
unit of archers and then 
assigned them a target. 

Magic is more difficult to use 
as appears in many forms. 
Initially magic is limited to 
special items and weapons, 
such as swords that spit fire 
and such like. These objects 
have unlimited use but work 
on a time-restrictive basis - 
after they have fired it takes 
time for them to recharge 


i-1 

! Opinion Like most strategy games, Warhammer: Shadow of the 
| Homed Rat is difficult to get into. However, persevere and you'll discover j 
i a wargame that is both fun to play yet extremely challenging. Boasting 
i extensive army lists and and a wide variety of missions to endure, this 
| may not be visually the most impressive game on the PlayStation but it's 
| certainly one of the most absorbing. Some may find it a little too over- 


i whelming though. AS 
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. Graphics : 84 

Animation: 72 

. SoundFX: 80 

. Music‘. SI 

instability z 89 
Playability: 84 


and the more powerful the 
spell the longer it takes to 
recuperate the magic points. 
Magic users work is pretty 
much the same way but have 
more spells available to 
them. Novice magicians can 
muster up a fireball if they're 
lucky while experienced sor¬ 
cerers can summon a flock 
vultures which swoop down 
on the enemy, plucking out 
their eyes! 

Ife Bee f itomw 

What all this amounts to is an 
extremely complex game 
that is pretty difficult to get 
into. Those unfamiliar with 
strategy games will no doubt 
find the wealth of options 
somewhat daunting but, 
when stripped down to its 
bare bones, Warhammer: 
Shadow of the Horned Rat is 
surprisingly intuitive. After a 
quick scan through the rules 
(yep, you really do need to 
flick through the manual to 
fully understand the game) 
and the experience of a cou¬ 
ple of battles, commanding 
an army isn't that tough real¬ 
ly. However, commanding an 
army successfully is a differ¬ 
ent story completely. 

Warhammer: Shadow of the 
Horned Rat is a tough game. 


udgebringer 

‘avdry 


not because the controls are 
awkward or because the 
odds are stacked against you, 
but because each of the sce¬ 
narios has been thought-out 
so well. Admittedly, the ini¬ 
tial missions are bog-stan¬ 
dard RPG fodder but by the 
time you've journeyed half¬ 
way across the Badlands each 
scenario is full of variation, 
excitement and surprise. 

It's obvious Warhammer: 
Shadow of the Horned Rat 
won't appeal to everyone - 
this is strictly wargame/RPG 
territory here - but as a strat¬ 
egy game it's extremely 
good. It's not original and 
visually it's not as staggering 
as many of the PlayStation's 
3D beat 'em ups. It's an 
extremely compelling role- 
playing game though, and 
will challenge and excite arm¬ 
chair generals for many 
months to come. 


wart 

Bammerers 


t Carlsson 


(Above) Cutscenesare used 

TO PLOT PROGRESS THROUGH THE 

Warhammer world . 


Mf 

Slayers 


* For those who aren't anal 
enough to know the answer , a 
Minotaur is half-man half-bull', 
and originates from the myth 
in which the monster 
roamed the labyrinth 
beneath Crete before it was 
slain by Theseus. The 
Manticore, another mythi¬ 
cal creature, is a beast 
with the body and head of 
a lion, a scorpion's tail 
and the 
wings of a 
dragon. 

So there. 
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undoubtedly hilarious come¬ 
dy names. 

All the usual Virtual 
Stadium touches are here, 
with ten camera angles 
(including a bonkers helmet 
camera) and motion captured 
players. Close up, the players 
look more impressive than 
their NBA Live '97 counter¬ 
parts, but the animation 
doesn't flow as smoothly. 
This is probably due to the 
frenetic nature of the game 
though, and after a while you 
don't really notice. 


AGGRESSIVE 


Gameplaywise NHL '97 is 
very fast and aggressive. You 


. \m a 


don't always get booked for 
bashing into a member of the 
opposing team at high speed, 
and whenever one of your 
team is booked, they only 
have to spend a few minutes 
off the pitch, and there are a 
large number of substitutes 
to take their place. You can 
fiddle about with your team's 


Going for a 

GOAL EARLY IN 
THE FIRST 
PERIOD. IT IS 
ALWAYS BEST 
TO GET A LEAD 
EARLY ON TO 
DEMORALISE 
YOUR OPPO- 
NENT. 


ce hockey eh? It's 
probably the 
most loony idea 
fora game ever. 
Twelve blokes are 
given big sticks, and shoes 
with giant razor blades on, 
and are told to hit a small 
hard missile around at high 
speed. On a slippery ice sur¬ 
face. Bonkers, I tell you. 

Ice hockey is, essentially, 
football. Except on ice. With 
a puck instead of a ball. And 
sticks instead of legs (if you 
see what I mean). The goal is 
a lot smaller, and there are 
less players on each side. 
There is a lot of contact and 
fights are commonplace. 
Everything moves very quick¬ 
ly and passes and attempts 
on scoring are less accurate 
than, say, football or basket¬ 
ball. Each match is divided 
into three thirds, and the 
pitch has smooth corners so 
it is not quite rectangular. 


The very first thing you 
notice about NHL '97 is the 
rather impressive intro, 
showing off that EA have 
forked out for the licenses to 
all the NHL's teams logos and 
stuff. All the real player 
names and statistics are 
used, and the atmosphere is 
heightened by some very 
impressive presentation - the 
authentic organ music played 
occasionally throughout each 
game especially. Each match 
is presented by the Fox net¬ 
work's John Davidson (a 
famous - and moustachioed 
- American sports commen¬ 
tator apparently). 

There are absolutely loads 
of options, including single 
games, playoff games, sea¬ 
son games, a best of seven 
playoff, and a game that is 
just a penalty shootout style 
affair (which makes for a nice 
distraction if nothing else). If 
you slap in a memory card 
you can record the number of 
games you have won and 
lost, as well as keeping track 
of transfers and the like. You 
can also create your own 
players, and give them 
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Yes, as I said, ice hockey - 
just like football, isn't it? 

Anyway, once again 
Electronic Arts are on hand 
to help you partake in this 
most dangerous of sports 
without the remotest possi¬ 
bility of you getting hurt (or 
exercised). Yet again EA's 
Virtual Stadium technology 
has been wheeled out and, 
like NBA Live '97, it has been 
updated with polygon graph¬ 
ics and that. Can it hope to 
be the genre dominating tri¬ 
umph that NBA Live '97 is? 
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Release : NOVEMBER 


Company : Acclaim 
Price : TBA 


Players : 1 -2 
Genre : Sport 
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positioning and strategy, and 
examine an enormous num¬ 
ber of statistics during the 
game. However, it takes skill 
as well as strategy to win. 
Once the players have "faced 
off", it is a veritable free for 
all, as players scramble and 
slide all over the place in an 
effort to get the puck. This 
usually involves bashing into 
another player at high speed 
and hoping he looses control 
of the puck. You can also 
attempt to steal it by less 
violent methods, but gener¬ 
ally, this isn't as successful. 
When in possession of the 
puck, players must get it 
towards the opponents goal 
as quickly as they can. 

Passing isn't always necessar¬ 
ily the right thing to do, as 
often none of your team¬ 
mates are in a position to be 


passed to. Your players can 
spin and do dummy shots in 
an attempt to confuse and 
confound your opponents, as 
well as being able to dash 
and attempt to steal when 
they're not even in posses¬ 
sion of the puck. 



As previously mentioned, the 
goals are tiny, and the 
goalies seem very big. This 
means that goal scoring is ear 
spinningly tricky. Scoring 
from any great distance is 
right out, and most of your 
close up attempts will be 
thwarted too. The best (and 
seemingly only) way to score 
is at a 45 degree angle from 
the goal, preferably first hav¬ 
ing confused the goalie by 
doing some dummy shots or 
going around the back of the 



net or something. Once you 
get the hang of this, scoring 
becomes much easier, but it 
is still tricky to pull off, and 
success certainly isn't guar¬ 
anteed. It is a shame that 
there aren't more varied goal 
scoring possibilities, as this 
method tends to get 
extremely dull - and this is 
the biggest problem in the 
game. In NBA Live '97 there 
are a million ways to set up 
and score, but in NHL '97 the 




HEIMS 

APUHTY 

The intro for 
NHL '97 fully 
shows off the 
fact that EA 
can use all 
the NHL 
teams' logos 
and kit 
designs. 
Watch in 
amazement 
as leaves 
cause hel¬ 
mets to 
explode, and 
sharks leap 
fifty feet into 
the air and 
disappear. 

It's impres¬ 
sive if a mite 
surreal. 


most successful tactic is 
always to just zoom down the 
pitch and whack it in the goal 
before the opposing team 
has a chance to respond. You 
can choose to control the 
goalie manually, but this isn't 
the best thing to do if you 
don't want to be thrashed 
rather harshly. 

Occasionally a fight starts 
up, and everything stops for 
a bit while two players take 
time out to smack each other 





(i-i 8) Here 

YOU CAN SEE 
THE HIGH- 
LIGHTS OF A 

match. There 

WAS PLENTY 
OF ROUGHNESS 
IN THIS PARTIC¬ 
ULAR MATCH , 
WITH A FIGHT 
BREAKING OUT 
IN PICTURES. 

In picture t 

YOU CAN SEE 
THE TELEVI¬ 
SION PRESENT 

Jon David¬ 
son , WHO 
TELLS YOU 
WHAT THE 
SCORE IS. 

There's no 

IN-GAME COM¬ 
MENTARY, BUT 
IT'S DOUBTFUL 
THAT EVEN THE 
MOST MANIC 
COMMENTA¬ 
TOR COULD 
KEEP UP WITH 
ALL THIS. 
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(1-8) Here is 

ANOTHER SET 
OF HIGHLIGHTS 
FROM A 
MATCH. IT IS A 
RATHER HIGHER 
SCORING GAME 
THAN THE 
MATCH ON THE 
PREVIOUS 
PAGE. IN THE 
FINAL PICTURE 
YOU CAN SEE 
THE STARS OF 
THE GAME. 
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in the gob. All the buttons 
now change to punching, 
rucking and guarding moves. 
The players get about thirty 
second to lay into each other, 
and if one gets punched too 
much he falls over and has to 
limp back to the sin bin, 
along with the other player 
who gets sent there anyway. 
Yes, violence solves nothing 
in NHL r 97, as no matter who 
wins the fight, both teams 
are punished equally. Funnily 
enough, the NHL objected to 
fighting in certain previous 
NHL licensed hockey games, 
but now the fights are back 
in. Perhaps by this time next 
year we will see NHL Fighters: 
Championship Edition , with 
blades, sticks, and special 
moves. Possibly. 




Options 


There are all the usual multi¬ 
player options, with loads of 
player/team combinations 
that will keep multiple joy- 


BISIHISTUI _ 

Like certain covert organisa¬ 
tions, you can create false 
identities, and create your 
own players. You can also 
spend a limited number of 
ability points on your player to 
decide what he will be like. 

You can also make him a bit 
tubby. Their name can be any¬ 
thing you like, as long as it's in 
first name/last name format, 
so now you can have the all- 
star line up of Sid James, Darth 
Vader, Papa Smurf, etc. 





:! J 

US ' t jhu * . Halt 


pad and multitap owners 
happy, and of course true 
ice-hockey fans will go men¬ 
tal at the prospect of the 
whole NHLteam on their 
PlayStation. There are 
options to turn the penalties 
on and off (off is good for a 
faster paced game), change 
the length of each third (to 
five, ten, or twenty minutes), 
turn the fights off and for the 
computer to automatically 
control your strategy. The 
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i Opinion NHL '97 is certainly a good hockey game, but it is not with- | 
] out its faults. However, if you want an ice hockey game then this is the 
[ job for you (until NHL '98 at least). However, if you after just a fun multi- 
i player sports game then go for NBA Live '97. TC i 







short, medium, and long term 
games will keep you enter¬ 
tained on the rainiest of 
days, but the problem is for 
exactly how many rainy days 
NHL '97 will last. The con¬ 


trols are complex and will 
take loads of games to mas¬ 
ter, but the gameplay does 
get a teensy bit repetitive. 
It's still a lot of fun in two 
player mode, but you always 



get the feeling that it could 
be so much better. This is the 
sort of game you dust off and 
have a bash at occasionally, 
rather than play constantly in 
two player mode for ages. 
Having said that, this is the 
best ice hockey game on the 
PlayStation, so if you specifi¬ 
cally want a hockey game 
then this is the one for you. 
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Little Johnny was 

enjoying the sedate 
pace of his new lift 


to school when... 



Take it from 

THE TOP... 
WHEN YOUR 
PLAYERS SCORE 
A BASKET THEY 
CELEBRATE IN 
STYLE. 

However, 

DUE TO THE 
FAST PACED 
NATURE OF 
BASKETBALL 
THEIR CELE¬ 
BRATIONS ARE 
SHORTLIVED. 


HBi 


® asketball is cer- 
i tain the biggest 
I sport in America. 
* High powered 
corporate spon¬ 
sorship deals, television 
shows, movies, records, 
video games... basketball is 
big business and the most in 
your face sport around. Stars 
such as Shaquille O'Neal and 
Magic Johnson have earned 
millions from their ball-dunk¬ 
ing skills, and everyone 
wants to be a seven foot 
powerhouse with big feet. 
NBA Live '97 (and all the 
other basketball games on 
the PlayStation) is absolute 
proof of the marketing furore 
that is basketball. NBA Live 
'97 now is another chance to 
rival the aforementioned 
giants as you mingle with the 
best on EA's Virtual Stadium 
courts. You too can be a 
gigantic fit basketball super¬ 
bloke, except without all the 
money and fame. 

NBA Live '97 is yet another 
officially licensed product of 



Release : November 
Company : EA 
Price : £44.95 
Players : 1-8 
Genre : Sport 
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Opinion The finest basketball game, and for my money the best 
sports sim on the PlayStation. A brilliant multiplayer and single player game, 
if you like basketball at all then you do have to buy this. It will last for a fair 
old while and it's reasonably simple to get into too. It's great. TC 


there. The attention to detail 
even extends to the players 
being reflected on the shiny 
court, by no means a new 
idea but coupled with the 
enhanced animation a very 
effective one. There are also 
lots of flashy MTV-style FMV 
presentations, and all the 
option screens are decked 
out in ESPN-style graphics 
and are accompanied by a 
vaguely hip-hop soundtrack. 
Because of all the official 
NBA licensing stuff the 
majority of the actual real 
NBA players are here, and 
there are pictures of each of 
them and their relevant stats. 
The fans makes realistic 
crowd noises, the players' 
"sneakers" make appropriate 
squeaky noises. Very impres¬ 
sive. The ball bouncing and 
ball dunking noises are all 
very realistic too. The atmos¬ 
phere is unsurpassed for a 
sports game, and the general 
effect is one of a ringside 


Scoring from 

OUTSIDE THE 
AREA GETS YOU 
MORE POINTS, 
BUT IS FAR 
TRICKIER. 


engine to make it seem like 
you're actually there™. There 
are still a load of camera 
views, but this time rather 
than sprites the players are 
represented by solid texture 
mapped 3D polygons. This 
means that there are less 
glitches, and the animation 
has been improved enor¬ 
mously. The movements are 
still motion captured (and 
using a number of techniques 
pioneered in FIFA '97), but 
now the players' movements 
are smoothly put together 
with "tweens", which means 
they look like real little men 
who bob and duck like their 
real life counterparts. 

Similarly, as the players are 
now proper 3D models when 
you go in very close-up they 
don't go all blocky and horri¬ 
ble. This means that the clos¬ 
er camera angles are more 
fun to watch in the instant 
replay mode, and yes, it 
seems like you're actually 


the American National 
Basketball Association, and 
continues in the footsteps of 
its daddy, NBA Live '96. This 
time round though every¬ 
thing is polygon generated, 
and the controls and anima¬ 
tion has been improved. 
Granted, in terms of content 
the new edition is much the 
same as the 81 % rated NBA 
Live '96, but never before has 
a basketball game recreated 
the little tricks and tactics 
associated with the sport - 
and full control is now 
offered as opposed to the 
minimal controls of the first 
game. Have the graphical and 
control differences made 
NBA Live '97 a worthwhile 
addition to your game collec¬ 
tion? Yes, because quite 
frankly NBA Live '97 is much 
more than the 1996 version 
with a handful of fancy pro¬ 
gramming techniques... 


Like NBA Live '96, NBA Live 
'97 uses Electronic Art's 
"Virtua Stadium" system, 
which utilises the 3D game 


sums mi mm spirit. 


There are 29 teams in NBA 
Live '97, each based on their 
real life counterparts. They 
also have some top logos and 
all the razzmatazz. Here are 
some of those logos for you 
to peruse. 
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PLAY IT AGAIN, SIAM _ 

Did you ever wish that you could relive those spectacular dunks again and again? No? Well, 
you can anyway thanks to NBA Live '97 s multiple replay cameras. 




seat - especially when the 
replays start to kick in, and 
the more difficult slams start 
to go in. 



The control system is reason¬ 
ably simple and easy to get 
to grips with. The cross but¬ 
ton passes the ball between 
different players you can also 
back-pass rather sexily), and 
if your team isn't in posses¬ 
sion it automatically switches 
between whichever player 
you are currently controlling. 
Sometimes the computer will 
change the player that you 
are in control of (indicated by 
a coloured circle around their 
feet), but when this happens 
it is usually for a good reason 
(eg changing to a player that 
has just taken possession of 
the ball), and even when you 
are not controlling a player 
the computer Al is up to 
quite a high standard so that 
you can trust your teammates 
to do the right thing. Most of 
the time. The square button 
makes you wave your hands 
about in an attempt to knock 
the ball out of the opposi¬ 


tion's grasp. This is very 
tricky and requires expert 
timing (sometimes it can be a 
little bit frightening). The cir¬ 
cle button is the shooting 
button. If you are very near 
the hoop then pressing it will 
attempt some sort of fancy 
dunk, but if you are further 
away the first press of the 
button will make you jump up 
to shoot, and the second but¬ 
ton makes you throw the ball. 
Sometimes even if you miss 
then one of your other play¬ 
ers may manage to knock it in 
himself. That bit is marvel¬ 
lous. The triangle button 


makes you leap into the air, 
handy for stopping the ball 
flying into your hoop. 
However, it takes a while 
between you pressing the 
button and your heavy 
trainered ballerina leaping 
into the air, so once again 
timing is essential. Some of 
the views are better than 
others for attempting to 
steal the ball or passing 
between players. 

NBA Live '97 supports up 
to eight players, and each 
player can opt to play for 
either team - four against 
four, for example. In the 




unlikely event that you could 
find the required amount of 
hardware and people you are 
guaranteed top basketball 
laughs aplenty. 


THE DIFFERENT 
CAMERA 
ANCLES SURE 
DO MAKE 
SHOOTING 
MORE EXITING. 

With this 

ANGLE THE 
BASKET CAN 
OBSCURE YOUR 
VIEW, 

THOUGH. 
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Even in one-player mode NBA 
Live '97 is great. Because of 
the clever-clever team mate 
Al when your team cocks-up 
it's usually because of you. 
There are four skill levels 
ranging from quite easy to 
trouser-creasingly difficult. 
There are knock-out and 
league modes, and all the 
details of what's going on in 
the competition can be saved 
to memory card. You can 
trade players or create new 
ones, and there are loads of 
options that will no doubt 
appeal to die-hard basketball 
lovers, along with different 
play modes. There is simula¬ 
tion mode; more or less an 
accurate simulation of the 
sport, arcade mode; a fast 
action mode, and custom 
mode, where you can fiddle 
with the options and choose 
the rules. Splendid. 


i SfejjEHDS 32 350 
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: NBA Live '97 is absolutely 
: tops. I have no doubts about 
! recommending it as the top 
i basketball game on the 
: PlayStation. No matter how 
; deep your interest in basket- 
I ball, you really should consid- 
: erthis game. It is a vast 
i imp rove m e nt ove r NBA Live 
; '96, and is worth purchasing 
i even if you already have that, 
i or indeed any other basket- 
i ball game. If you have the 
i equipment for a multiplayer 
j game then you really should 
; take a close look at this, 

; because if you can find a 
I other people to play with it's 
i truly excellent. 

’Graphics: 9)1 
Animation: 93 
Sound FX : $6 
Music:9H 
instability :&7 
Playability: 83 





































See! through the eyes of Dr Kimberly Stride as you ride the 
Vorpal Blade through an insane combination of shoot-em-up action, 
strategic objectives and B-movie melodrama. Gasp! with amazement 
at state-of-the-art virtual landscapes, tunnel systems and eye-popping FMV. Laugh! in the face of 
danger as you blast through fifteen adrenaline-pumping stages of sheer 3D exhilaration. Scream ! 
with terror at horrific hordes of mutated polygonal enemies. Bog! for mercy as you face the 
Machinehead in the mother of all showdowns... Play ! Blaml-Machinehead! for the ride of your life 


ACT 


Blaml-Machinehead © Core Design Limited. 1996 All Rights Reserved. 
Core Design Limited, 55 Ashbourne Road, Derby DE22 3FS. 


I found onr of 
the missing 
Lazarus parts! 




Casper is euphoric because he 

HAS FOUND ONE PART OF A 
MACHINE THAT WILL BRING HIM 
BACK TO LIFE. 



Casper decides to gorge him¬ 
self ON A MOUNTAIN OF FOOD. 
But WHERE DOES IT GO? It HELPS 
TOP UP HIS ENERGY APPARENTLY. 



asper. The 
Friendly Ghost. 
The idea does 
not exactly 
grab you by the 
throat and make you think 
you're going to play some¬ 
thing as interesting as, 
say, WipEout2097. However, 
just because it is a game 
based around the exploits of 
a cute-voiced dead child (he 
caught pneumonia after a 
sledging accident apparently) 
doesn't mean it's not good. 
Right? Anyway, glossing over 
the fact that I can't quite 
cope with the happy and 
chummy dead infant in ques¬ 
tion, Casper is based around 
the recent movie rather than 
the Sixties cartoon and 
Harvey Comics, and features 
all the characters present in 
that big screen incarnation. 

The plot is all about the 
crazy adventures the wacky 
little spectre gets up to when 
the giant mansion haunted by 
him and his three evil uncles 
is occupied by a therapist 
(who specialises in dead peo¬ 
ple) and his daughter, who 
move into the house to try 
and evict the ghosts so the 
owner can collect the trea¬ 
sure that is supposedly hid¬ 
den there. However, as you'd 
expect, things don't go 
exactly to plan, and Casper 
ends up teaming up with the 


Release : Out Now 
Company: Interplay 
Price: £44.95 
Players: 1 
Genre : Adventure 



one parent family to help 
defeat his uncles and the evil 
property owner. Before 
everyone gets to live happily 
ever after, though, you (as 
Casper) must sort everything 
out. This involves lots of 
cutesy puzzle solving and 
exploring japery. 

Interplay say Casper is a game 
for children. That is, it's all 
bouncy and cuddly and not 
too complex. Bearing this in 
mind, let me tell you that it's 
an arcade adventure. There 
are items to use, as well as 
monsters to avoid and bonus¬ 
es to collect. And, as there 
are only a few baddies in the 
game, you would have diffi¬ 
culty in actually dying. You 
spend most of the time wan¬ 
dering around the mansion, 
flicking switches and solving 
puzzles. Some puzzles may 
require an object to be com- 



. ti's* big book 

j o* 'Thr Mind'. 

Dr.Han*y uxndd 
prvbnHy bkr 
to mid this! 


pleted, while for others you 
may have to do something 
else like move a chair around. 
Doors and chests need keys 
to be open, and some doors 
need special coloured keys. 
These special keys are discov¬ 
ered at different points in 
the game, so the area of the 
map accessible to you grows 
as you play. Casper himself is 
quite a versatile little fellow, 
who floats all over the place 
with ease, and he can raise 
and lower his altitude as 
well. There are buttons to 
examine things, activate 
things, use objects and look 
at your inventory. When you 
examine an object a little 



caption comes up with 
Casper's description of it. 
There are various items that 
can be used, including pieces 
of jigsaws that need to be 
collected, and morph icons, 
which you use to transform 
Casper into something else. 
For example, the first icon 
you can collect lets you turn 




































Casper finds a secret room? 
Why can't he walk through 
walls? He can travel through 

THE HEATING SYSTEM, THOUGH. 

into a puff of smoke, allow¬ 
ing you to travel around the 
mansion's ventilation system. 
Later on, Casper can turn into 
a bouncy rubber ball, a light 
bulb, and a twenty-foot giant 
Casper (probably my ultimate 
nightmare). These transfor¬ 
mations take up "morph 
points" which are obtained 
by eating food. You also can 
get items to help you defeat 
your ghostly uncles, ranging 
from hamburgers to perfume 
depending on which uncle it 
is for. 


.DISTURBING- 


There are three acts, each 
with different tasks to be 
completed and enemies to 
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Casper's inventory. You can 

SEE HIS COLLECTION OF BURGERS , 
A CAMERA, SOME MORPH ICONS, 
HIS KEYS, AND HIS MONEY. 

defeat. In the first act you 
have to make friends with the 
therapist and his daughter by 
finding a gift for both of 
them. In the second act you 
have to complete the Lazarus 
machine (hidden in the secret 
laboratory) so you can bring 
Casper back to life. In the 
third act you have to defeat 
the evil property owner 
before everyone can live/be 
dead happily ever after. As 
the plot unfolds static 
screens tell you exactly 
what's going on, accompa¬ 
nied by the voices of the 
characters. As the game is 
essentially one giant level it 
can be quite confusing to 
navigate, and there is even a 


m a usem am mm m um 


It may be just me but Casper 
the cheerily dead child really 
freaks me out. Witness 


lit a.»tSSKS%S£ i ixr . 
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below the evidence of his 
extreme scariness. If you see 
him coming, hide. 


What's it like 
to die? 



"It's a picture of a little boy. 
He looks really familiar. " 
Probably the most scary bit in 

ANY COMPUTER GAME EVER. I'M 
NOT JOKING. 


3 


r 


[3$r bctog boro, 
ooty backwards. 

I rcfoerobrr I dido t go 
Where I was supposed to. 
I staged betjiod so n>g 
Dad WoGkiD t be loixtgt 


Instead he just discusses inci¬ 
dents THAT RESEMBLE A NEW AGE 
PHILOSOPHY THESIS AND MAIN¬ 
TAINS AND AIR OF INNOCENCE AND 
CHARM YOU CAN'T HELP LOVING. 


Kat and Casper get philo¬ 
sophical. How is Casper going 

TO ANSWER THIS ONE? IF HE 
WERE A REAL GHOST HE'D RATTLE 
SOME CHAINS AND MOAN. 


Pow that Qspcr ^ . 

has made fleshie friends, 
he mii*ht get some faoeg ^ 
ideas aboot becoming y 
a fleshie himself. J \ 


However, it is probably a 

GOOD IDEA TO STAY AWAY FROM 
YOUR UNCLES, BECAUSE THEY MAY 

kill you. Blood isn't always 

THICKER THAN WATER. 







Opinion As a "proper" game, Casper doesn't really cut the mustard 
but, bearing in mind who it is aimed at, that's fair enough. Casper is slick 
and, even though it's not particularly exciting, young kiddies should get 
a reasonable amount of fun out of it. TC 


message in the game that 
tells you to draw your own 
map. Why they couldn't have 
included an automapper 
instead is a mystery - it's not 
as if the game itself is so fan¬ 
tastically complex they 
couldn't have fitted it in. 

Even though keeping track of 
where everything is can be 
tricky (happily the switches 
need to be flipped just the 
once so you don't ever need 
to do frustrating experimen¬ 
tation all the time) the game 
won't take that long to finish 
due to its simplicity. Even 
youngish children shouldn't 
have that much trouble with 
it, unless they get stuck and 
have to spend the rest of 
their lives searching for the 
one switch they forgot to 
flip. Mind you, it's probably 
meant to be easy to finish so 
that you get to see the decid¬ 
edly soppy ending. 

There is nothing seriously 
wrong with Casper , but there 
is nothing very exiting about 
it either. There is no real 
character interaction, and 
there isn't much variation 
throughout the game. If I was 
a child I'd much rather play 
something a bit more action- 
packed or cerebral, but 
maybe that's just me. There 
is nothing else quite like this 
available, so if you are after a 
sedate mix of exploration 
and simple puzzle solving 
then this is the game foryou. 



However, I would seriously 
recommend that this game 
really is only for the younger 
player. If, as the owner of a 
PlayStation, you want to buy 
this for your child of younger 
brother or sister for Christ¬ 
mas, then this is really is as 
good an introduction to video 
gaming as you'll be able to 
get them, but anyone over 
the age often will probably 
prefer something else. 



Here is that therapist, and his 

DAUGHTER. HlS DAUGHTER'S 

name is "Kat". Casper has to 

GIVE THEM PRESENTS SO THEY 
DON'T RUN AWAY. 



In this picture Casper is utilis¬ 
ing HIS MORPHING ABILITY TO 
TURN INTO A PUFF OF SMOKE. 

This lets him traverse the 

MANSION MORE QUICKLY. 


Graphics: 77 . / 

Animation : 67 / fl fli 

. Sound FX: 79 ^ " 

. Music: 62 .I M m mF 

taxability: 61 \H W 

Playability: 80 
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The BALL 
MOVEMENT IS 
FAR MORE 
REALISTIC 
THAN IN PAST 
PCA TITLES. 
AS THE BALL 
ROLLS IT IS 
NOW AFFECTED 
BY BUMPS AND 
SLOPES WHICH 
ALTER ITS 
PATH. 





or a sport which 
can hardly con¬ 
test football or 
ice hockey's 
claims to be the 
kings of fast action events 
ripe for conversion, binary 
golf is still proving to be one 
of the most popular sub-gen¬ 
res of game for the home sys¬ 
tems. Ever since Access cre¬ 
ated the legendary Leader- 
board for the C64 in the early 
Eighties, the golf genre has 
gone from strength to 
strength as the quest to 
recreate the world's greatest 
courses (along with a number 
of fictitious ones) inspires 
virtually every game devel¬ 
oper to have a stab at creat¬ 
ing a new home version at 
some point. But while all 
credit must go to the likes of 
Actua Coif , Virtual Coif and 
the PGA series for making 
golf accessible to home 
users, with the exception of 
the addition of more 
bunkers, real courses and 


Release : TBA 
Company: EA 
Price : £44.95 
Players : 1 -8 
Genre : Sport sim 


motion-captured sprites, very 
little has changed in terms of 
gameplay since those early 
Leaderboard days. 

All credit must go to EA, 
because the attention to 
detail in the majority of their 
sports simulations is incredi¬ 
ble. The behind the scenes 


deals with the likes of the 
NBA, the NFL, FIFA and, in 
this case, the PGA associa¬ 
tions are unbelievably com¬ 
plex, and necessitate almost 
as much time on the paper¬ 
work as in the actual coding. 
Of course it isn't just a one¬ 
sided deal, and EA duly reap¬ 




ing the benefits of these 
licences allows the develop¬ 
ment teams full use of 
sportsmen, ground details 
and statistics which should 
make for more comprehen¬ 
sive simulations. Should 
being the operative word. 



EA's close links with the PGA 
are immediately apparent, as 
the game features two new 
courses painstakingly copied 
from blueprints of the origi¬ 
nals, thus allowing the arm¬ 
chair Sevvy to experience the 
delights of TPC at Sawgrass, 
and the links course at 
Spanish Bay. As soon as the 
options have been navigated 
and it is easy to spot that EA 
have worked hard on chang¬ 
ing virtually every aspect of 
the game's appearance. A 
number of motion-captured 
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MONEY, MONEY, MONEY 

In addition to taking on the likes 
of Fuzzy Zoeller, Tome Kite and 
Jim Gallagher Jnr from the roster 
of fourteen pros in normal com¬ 
petition, PCA Tour '97 allows the 
user the play for money across a 
Links tournament. Each hole is 
afforded a cash prize, and the rules 
are simple. The person who sinks the 
ball in the least number of shots wins the 
pot, with the prize for tied holes added to the next. Insight as 
to the hazards found in each course can also be gleaned cour¬ 
tesy of a real-time fly past which shows off the hazards and 
pitfalls the competitors can expect. 





sprites (captured from 14 
PGA pros) are on offer, a 
caddy is now on hand, and a 
"picture in picture" system 
accompanies each shot 
detailing where the ball will 
land. Similarly, an all-new 
array of eight camera modes 
ensure that anything Gremlin 
do, EA can more than match. 
Apart from the aesthetics, 
though, if you"re familiar 
with past incarnations of this 
series, PCA Tour '97 is like a 
pair of old slippers: easy to 
get into and make you feel 
straight at home. Which is 
fine if you"re happy paying 
forty-odd quid for an update, 
but hardly constitutes a great 
leap in terms of game design. 





And this is where the prob¬ 
lem lies... 



While FIFA, the NBA Live and 
Madden series seem to grow 
with every new version, PGA 
Tour seems to be caught in a 
time warp of sorts with the 
course detail, character ani¬ 
mation and general aesthet¬ 
ics improved with each new 
version, but tagged on to the 
same basic - and tired - 
game engine. Ever since the 
aforementioned Leaderboard , 
every home version of golf 
has used the same circular 
power bar to effect its shots. 
Virtual Colt Actua Golf and 
every version of PCA to date 
has used the system, and 
while it is more than ade¬ 
quate, each new game is only 
enhanced in terms of appear¬ 
ance, and consequently 
stunted in terms of gameplay 
progression — with the 
exception of a Course 
Management mode where 
the player plans out shots but 
let"s the CPU take it. Wow. 

The main problem with the 
control method is that it is 
too precise. Golf is an incred¬ 
ibly skilful game, and anyone 
who has ever played the real 


j--1 

! Opinion PCA Tour '97 is quite simply the best-looking golf game to | 
{ date, but good graphics alone are not enough. The gameplay is too famil- 
| iar, and in terms of gameplay this offers nothing over the likes of Actua 
i Coif or past PGA incarnations. Granted the Al is generally better, but the 
! power bar control system is fast becoming too limited and over familiar, 

{ and sadly PCA Tour '97 is best described as adequate due to a lack of any- 


| thing new to differentiate it from its plentiful competition. SM ■ 

i-1 



A NUMBER OF 
CAMERA VIEWS 
ALLOW THE 
USER TO VIEW 
THEIR SHOT 
FROM TELEVI¬ 
SION-STYLE 
ANGLES, WITH 
THE CAMERA 
AUTOMATICAL¬ 
LY SWITCHING 
THE VIEWS TO 
TRACK THE 
BALL . 



thing will realise that there is 
more to whacking the little 
white ball towards a hole 
than pressing a button at two 
points marked on a power 
bar. Real shots require the 
player"s stance to be correct, 
are altered by how the player 
follows each shot through, 
and how the club actually 
strikes the ball. PCA Tour 
'97's admittedly attractive 
motion-captured sprites look 
superb and certainly raise the 
game above the likes of Actua 
Coif in terms of aesthetics, 
but for all their nice little 
touches and moves, the 
assorted gentlemen and 
ladies of this circuit are stilt¬ 
ed and unwieldy. I really can¬ 
not stress just how limiting 
the control system is, as with 
the exception of the new 
(and incredibly detailed 
courses) the differences 
between PCA Tour '97 and 
PCA Tour '96 are minimal. 


Below! 


No matter how much work 
goes into a golf game"s 
graphics and course detail, it 
is all for nothing if we are 
getting is the same game 
time and time again. Actua 
Coif still ranks as the best of 


the lot, thanks to the ability 
to alter the sprite"s stance 
and the general user-friendli¬ 
ness of the game, and while 
PCA Tour '97 is a good look¬ 
ing package it can be played 
on auto pilot, using all the 
handy options to stroll 
around the courses in a man¬ 
ner which does the sport no 
justice whatsoever - and as 
such offers no incentive to 
try its harder stages. Surely 
it"s time to use a system 
where the Dpad is used to 
gauge the length of the 
swing and follow through, 
while the speed the which 
the Dpad is pulled from top 
to bottom determines the 
strength of the shot? What¬ 
ever system is used, it is time 
for something new, and PCA 
Tour '97 is a disappointment 
because it plays it too safe — 
especially when you consider 
the differences between FIFA 
'97 and NBA Live '97 com¬ 
pared to their predecessors. 


Graphics:,92 
Animation: 86 
SoundFX: 73 

. Music,: .84 

Lastability:6B 
Playability: 63 





























This red fel¬ 
low is one of 

THE BETTER 
SHIPS IN THE 

came. And it 

LOOKS COOL 
TOO. 




tarwinder is a rac- 

S ~ ing simulator set 

JH in the far future. 
Think WipEout in 
space and you're 
on the right lines. Rather 
than a traditionalish track as 
in WipEout , the tracks here 
are giant curving roller coast¬ 
ers in space. Rather than 
WipEout's blue turbo pads, 
there is a red strip running 
the entire length of the 
course. When you are in close 
proximity with this strip (and 
are the right way up), you 
travel much faster. This 
means that if you attempt to 
take a shortcut to the finish¬ 
ing line by just zooming off 
into space the rest of the 
pack will over-take you and 
you end up looking rather 
silly. So don't. 

The shoot 'em up element 
of WipEout is also present. 
Rather than picking up one- 
off power-ups, you start with 
a certain amount of ammo for 
each weapon. You can switch 
between your weapons at 
will, and you can also pickup 
more ammo that is all over 



Release : Tba 
Company : Mindscape 
Price : £44.95 
Players : 1 
Genre : Racing 





certain parts of the track. 
This means that Starwinder is 
a much more shooting orien¬ 
tated game than WipEout , 
and it feels much less like a 
traditional racing game than 
that game. Does this herald 
the start of a fantastic new 
genre, or will it be a hastily 
forgotten one-off? 



lU3s 


iUOOE 


The plot of the game is based 
around a contest that takes 
place all overthe galaxy, with 
the other drivers being weird 
aliens from other planets. 
Each of the 11 planets has 
four races taking place in its 
solar system, with the races 
getting progressively harder 
(you can save your game on a 
memory card). In some races 
you simply have to finish in 
the top three, and in others 
you have to come first. The 
other racers shoot back at 
you, and there are varying 




obstacles on and around 
the track. If you stray 
from the speed strip 
for too long then 
chances are you will 
have lost a significant num¬ 
ber of places when you final¬ 
ly regain your position. 
Sounds tricky, doesn't it? 


It's not. It's very, very easy. 
After playing it for just a few 
hours it is easy to have 
reached planet seven of 
eleven. And every level is 
almost exactly the same. The 
different planets make no 
difference as all the courses 
are in space and are all practi 
cally indistinguishable from 
one another. This wouldn't 
matter so much, if it wasn't 
complete crap. It is absolute¬ 
ly no fun at all. The track is 
very thin, so the best option 
is simply to blast your way 
through, sticking to the 
speed strip as best you can. 
Whenever you succeed it 
feels like it was purely down 
to luck, and that's no fun. 

Every level plays the same 
as the last, and even though 
your opposing drivers' vehi- 


THIS PUZZLE BIT 
IS TOP. You 
GET TO HAVE A 
BASH AT IT 
WHILE THE LEV¬ 
ELS ARE LOAD¬ 
ING, AND IF YOU 
MANAGE TO DO 
IT BEFORE THE 
TIME RUNS OUT , 
YOU GET A LOAD 
OF EXTRA 
BONUSES. 

Marvellous! 
The puzzle 

ITSELF IS A BIT 
LIKE A JIGSAW, 
BUT THE 
SQUARE PIECES 
CAN GO ANY¬ 
WHERE, SO YOU 
CAN JUST KEEP 
SWAPPING 
AROUND PIECES 
LIKE A MAD 

thing. Lovely. 
Probably the 

BEST BIT OF THE 
WHOLE GAME. 
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Kerpow! 

Lots of 
explosions 

AND ELECTRICI¬ 
TY IN THIS 

came. Some 

PEOPLE 
SWERVE 
AROUND WHILE 
THEY PLAY IT. 
But THEYARE 
ALL LIVING IN 
INSTITUTIONS 
NOW. 



cles look different, they all 
race in the same way. In the 
FMV scenes between each 
race, the other drivers have 
lots of comedy banter with 
the irritating host of the tele¬ 
vision show that reports on 
the results of the races, but 
when you are actually playing 
you have no idea which is 
which. This makes for an 
extremely dull playing expe¬ 
rience - although some of 
the FMV bits are cool be¬ 
cause one of the aliens 
sounds a bit like Peter Lorre. 
All the aliens boast a lot and 
get interviewed after races, 
and introduce you to their 
home planet. One of them, a 
yellow wibbly blob says that 
his world is unlike anything 
you have ever experienced 
before, and that you won't 
even understand what is 
going on. He's lying. It's 
exactly the same as all the 
other worlds, except the 
asteroids have been replaced 
by what appears to be 'space 
snot'. The different weapons 
are unimaginative, and the 
obstacles are practically the 
same on every level. When 
you get shot from behind or 
have a collision and move 
backwards a bit, the game 
tells you that you are going 
the wrong way, even though 
you are facing forwards. The 
other spacecraft you can 
choose are superfluous 
because they aren't as good 
as the default one. There is 



Opinion Quite frankly I never want to see this game again. What is a 
not bad concept has been ruined by very poor quality execution. There 
are no new ideas here, and when you compare it to WipEout 2097 it is 
hard to believe both games are from the same planet. WipEout 2097 is 
slick and fun, but playing this is a chore. TC 



no feeling of exhilaration 
when you go round a giant 
loop as there is no "down". 
Sometimes just before you 
finish a race the driver 
behind you will put on a sud¬ 
den unexplained burst of 
speed and you lose by .03 of 
a second. After a while you 
don't want to play it ever 
again. It is just so little fun. 
And there's no link up 
option, so no joy there 
either. The mind just boggles 
when you look at this game. 


Eamr. 


and then, say, the driving 
section from Die Hard Trilogy. 
I wouldn't pay £5 for this. 




As you may have guessed this 
game isn't one of my favour¬ 
ites. If you want a racing 
game, there are hundreds of 
better ones out there from 
Ridge Racer Revolution to 
Formula 7. If you want a 
shoot 'em up there are thou¬ 
sands of better ones from 
Blam! Machinehead to 
Descent. If you want a half¬ 
way house, take a look at the 
WipEout 2097 review. That 
has better graphics, better 
music, better gameplay and 
costs the same amount. If 
you buy Starwinder , you may 
well regret it. 


SHIP SELECTIOn 
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SHIP SELECTIOn 



Here are the 

SHIPS YOU CAN 
CHOOSE TO 
PLAY. YOU 
CAN'T SELECT 
ALL OF THEM 
AT THE BEGIN¬ 
NING, AND 
YOU MUST 
EARN THE 
RIGHT TO PILOT 
THEM BY FIN¬ 
ISHING LEVELS. 

The sad thing 

IS, YOU CAN 
DO JUST AS 
WELL WITH THE 
FIRST SHIP. 

Some are 

JUST TERRIBLE. 


Graphics.’. SI . / AMf 

Animation: 50 M 

. Sound FX: 54 '. 

. Music :. 62 . \ H m m 

instability : 43. 

Playability : 65 
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Imagine how 

TERRIFYING IT 
MUST BE TO BE 
FLYING DOWN 
A SLIPPERY 
SNOW COV¬ 
ERED MOUN¬ 
TAIN WITH 
YOUR FEET 
STRAPPED TO A 
BOARD OF 
WOOD. 

Thankfully 
in Cool 
Boarders 
you don't die 

HORRIBLY. 


/S\ 


know far too 
many people 
1 who have been 
injured snow¬ 
boarding to even 
think of going near one of 
those lethal pieces of wood 
in real life. Luckily for us, 
UEP-Systems have made a 
snowboarding game so 
PlayStation owners don't 
have to risk life and limb 
actually going outside and 
getting some fresh air. 

For the uninitiated, snow¬ 
boarding sees the participant 
attempt to surf down a large 
snow covered mountain, with 
their feet strapped firmly to 
the plank they are riding on 
(so they have no hope of 
escape if something is about 


to go badly wrong). You are 
also legally required to wear 
expensive clothing with "No 
Fear" or "Protect and 
Survive" written all over it, 
and above all you must laugh 
heartily at your non-snow¬ 
boarding friends, because 
they haven't lived as they 
have never collided head first 
with a tree at 60mph. 

Cool Boarders ("Exiting 
Snowboard Game") faithfully 
recreates all of these aspects, 
apart from the bit about 
taunting your friends after¬ 
wards. Yes, you can even 
choose which outfit to wear. 
Well, it's important to some 
people. After you have cho¬ 
sen your particular ensemble, 
board type and colour, and 
even your sex (I usually 
choose to play as a woman, 
which probably says some¬ 
thing slightly scary about 
me), you get to attempt one 
of the three courses of 
increasing difficulty. 

IIBsiiaffii 

the novice course is relative¬ 
ly straight and obstacle free, 
with some nice easy jumps 
and things. The advanced 
course is a lot more tricky. 


Flying extremely high... and 

VERY FAST INTO A WALL. THE 
GHOST RACER BELOW MAY NOT BE 
DOING SUCH A SEXY JUMP, BUT 
HE'LL LIVE A BIT LONGER. 

with a choice of routes and 
some very tricky sections. 

The expert course is very 
hard indeed and you really do 
need to perfect your style 
before you seriously attempt 
this one. The aim is to either 
amass as many points as you 
can or complete the course in 
as quick a time as possible. 
Points are scored by perform¬ 
ing tricks at certain sections 
on the course, which are 
marked by signs that say "Do 
a trick now!" or something, 
and are usually on jumps. 
When you see one of these 
signs in the distance it is 
advisable to hold down your 
jump power up button. 


tiers 


releasing it on the apex of 
the ramp. As you sail through 
the air you can do one of 
three things. Firstly you can 
not bother doing anything 
special, which result in easy 
but meagre pointage. 

Secondly you could do one 
of the wimpy poses activated 
by the shoulder buttons. 
These give you a fair few 
points and are very easy to 
pull off. The third option is 
where it gets interesting. By 
utilising the quick turn but¬ 


Here we are in the middle of a 

HORIZONTAL TURN. THE MORE 
TURNS YOU DO, THE MORE POINTS 

you get. Style and technique 

COUNT AS WELL. 


ton and the Dpad you can 
make your player rotate 
round either horizontally, 
vertically, or both. By twist¬ 
ing your player round in this 
fashion is how the big points 
are earned, but if you don't 
land well you risk taking an 
embarrassing tumble. 

W mmm 

In effect this means you have 
to make a choice between a 
quick time or a spectacular 
point scoring bonanza. Your 
best times and scores can be 
saved to memory card, as can 
replays of your favourite 
runs. There is also the oppor¬ 
tunity to race against your- 
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Release : TBA 
Company: Acclaim 
Price :TBA 
Players : 1 -2 
Genre : Sport 


UH-OH... THERE IS A MASSIVE 
GAP IN THE TRACK, AND THIS GUY 
HAS POSITIONED HIS JUMP IN 
SUCH A WAY THAT HE'LL SMASH 
STRAIGHT INTO THE ROCK. NOW 
ALL HE CAN DO IS GET HURT. 


This jump (over a road) is a 

LOT EASIER. IT OCCURS NEAR THE 
END OF THE ADVANCED COURSE, 
BUT AS THERE ARE NO SIGNS 
ABOUT, YOU DON'T GET ANY 
POINTS FOR DOING TRICKS. 


AS YOU CAN SEE FROM THE 
INFORMATION PANEL, HE HAS 
JUST PERFORMED A 540 DECREE 

"misty" turn worth 582 

POINTS. My BEST IS A 720 MISTY 
WORTH 78 I POINTS. NICE. 









































Lule 


This isn't as bad as it sounds. 
The thing is, this game is 
tremendous fun just fiddling 
about and doing stunts on 
your own. Three courses is 
not a massive amount but 
they are all significantly dif¬ 
ferent to be entertaining in 
their own right. You really do 
have to spend a while learn¬ 
ing to how play and how to 
perform the high scoring 
tricks. It's helpful if you are 
familiar with the layout of 
the courses, and are using 
one of the trickier to master 
but ultimately better boards. 
If you are prepared to be 
patient then you will be 
rewarded: you get out what 
you put in. If you are content 
to just race down the courses 


p wy EB SELECT 


Opinion Who'd have thought it? One of the most playable and 
enjoyable games I've ever seen on the PlayStation, and it's a snowboard¬ 
ing game. It certainly has shortcomings, but you really have to have a go 
on it, even if you don't like the look of it. Chances are you'll like it lots, 
and with nothing else like it available, you may as well give Cool Boarders 
a go. TC 
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Whoa! Catch some air, dude. 
Whatever on Earth that 

MEANS. I THINK IT'S TO DO WITH 
JUMPS. 


There is a nasty surprise at 

THE END OF THE NOVICE COURSE 
- THESE GIGANTIC STONES POK¬ 
ING OUT OF THE GROUND. 


suit coiumu 


Not only do you get to 
choose your board and its 
colour, you also get to pick 
your sex and what bright and 
badly colour-coordinated 
clothes to wear. Blimey eh? 
Next time, you'll probably 
have a chance to pick your 
deodourant and aftershave. 




Here we are in the middle of a 

MISTY, WITH 360 DEGREES 
ALREADY TURNED. THAT SHOULD 
EARN A FEW POINTS. 


self, represented by a 
"ghost": a recording of your 
last race. And that's it. No 
racing other boarders, no 
two player modes, and no 
league or anything. The only 
thing that you can do is try 
to improve your score, or 
have a weird two player race 
by having one player chase 
the other player's ghost. Not 
quite as satisfying as a split 
screen or link-up race, but 
it's better than nothing. 


These signs show that if you 

DO A TRICK HERE YOU'LL GET 
SOME POINTS. Our boarder is 
JUST CRASHING THOUGH. 


€ 




THIS SHOT 
SHOWS I HAVE 
JUSTDONEA 
RATHER NICE 
900 DEGREE 
HORIZONTAL 
TURN. I DIDN'T 
COCK IT UP 
TOO BADLY SO 
I GET 476 
POINTS. 

Hurrah! 


then you will walk away from 
it wondering "Is that it?". If 
you delve a little deeper you 
will discover the subtleties 
and intricacies that make this 
game as good as it is. One of 
the earliest worries that we 
had about Cool Boarders was 
its lack of lastability, but 
frankly the more you play it 
the better it gets. The lack of 
different play modes does 
mean that it won't last as 
long as it conceivably could, 
but it's just such fun you 
probably won't care. 

Mind you, it is possible you 




The expert course. So tricky 

YOU JUST WOULDN'T BELIEVE. 

could hate this game with a 
passion, it all depends what 
sort of game player you are. 
If you require set objectives 
and rewards in your games, 
then chances are you won't 
enjoy playing Cool Boarders. 
Otherwise you should love 
this, even if you didn't fancy 
a snowboarding game in the 
first place. Honestly. 

So ...Cool Boarders is the 
top one-player sports game 
on the PlayStation, and the 
only snowboarding game. 
Top laughs and no mistake, 
and if there's a sequel with 
more modes, more players 
and all that malarkie, it 
should be fantastic. 


TESTED 










































■ 





lere is only one 
question on 
everyone's lips 
about this 
ame: what 
exactly is a harbinger? Upon 
investigation we discovered 
that a harbinger is a forerun¬ 
ner or pioneer, or even some¬ 
one sent ahead to provide 
lodging. So presumably this 
game is a about a scout per¬ 
son. Made out of steel. 

Firstly, let us examine the 
plot. It's an odd combination 
of Independence Day (com¬ 
plete with exploding White 
House) and Invasion of the 
Body Snatchers (sadly without 
the McCarthyist communism 
paranoia motif). 

It is the year 2069 and 
Earth is under attack from 
aliens, whose evil pods fall 
from the sky and turn every¬ 
one into cyborg monsters 
who kill everyone. One of 
these pods is captured by a 
small resistance force who 
keep it in their lab. 
Unfortunately its tendrils 
break through the glass con¬ 
taining it and it half infects 
the goody scientists daugh¬ 
ter. Luckily this turns her into 
a superhuman fighting 
machine. Hurrah! Funnily 
enough it has the unusual 
side effect of putting her into 
a skimpy silver bikini. Hmmm. 

So now this semi-naked 
mutant teenager has to tool 
up with a selection of large 
guns and must go round sav¬ 
ing uninfected humans and 
killing everything else, with 
the eventual aim of saving 
the world by working out 
how to defeat the alien 
invaders. Will she succeed, or 
will we all be assimilated? Or 
will the owners of Star Trek: 
The Next Generation get their 
lawyers to intervene and 
spoil the whole thing? 






So with the plot out of the 
way, we can concentrate on 
the game itself. It is a 
scrolling shoot 'em up in the 
Loaded style, but with more 
emphasis on being properly 
3D. Well, sort of. You can go 
up and down hills and in 
houses but the maps are not 
truly 3D (eg you can't get 
rooms above other rooms). 
Everything, apart from the 
hero and most of the ene¬ 
mies (and the bonuses and 
bullets), is made up of tex¬ 
ture mapped polygons, with 
the camera following the 
player round. The levels are 
connected in a non-linear 
fashion, meaning you can 
choose which level to 
attempt next at certain 
points.You spend most of 
the time wandering around, 
blowing things up and col¬ 
lecting key cards, represent¬ 
ed by severed hands, taste¬ 
fully enough. In fact there 
are lots of gross bits in this 
game. You can top up your 
energy by eating chunks of 



















killed enemies, for example. 

If that wasn't enough the 
very bits you consume are 
displayed at the bottom of 
the screen for your viewing 
pleasure. Brrr. 

The plot in constantly 
updated by bits of FMV that 
you see at certain points. You 
also get messages from tele¬ 
screens around the place, and 
these occasionally give you 
some clue as how to proceed. 
When you have completed 
the level objectives and have 
enough money to teleport to 
the next area you can leave. If 
you have collected a special 
teleport card you get to visit 
the resistance base in the arc¬ 
tic, where you can top up 
your supply of continues and 
save your game if you have a 
memory card (which is very 
strongly recommended). 

You can also turn off some 
of the enemies defences by 
locating and using another 


card, but first you have to 
find the machine into which 
this has to be inserted. 

EfowwtiPi 

There are quite a few 
weapons for you to switch 
between, and you have to 
collect ammo to use them. If 
you run out of ammo, you are 
in big trouble. You can shoot 
in eight directions and also 
"lock your feet" and stand 
still whilst shooting all over 
the place. The weapons vary, 
from bog standard machine 
guns and lasers to smart 
bombs, missile launchers and 
spectacular shield things that 
shoot lasers all over the 
place. Jumping is also possi¬ 
ble, but for some reason even 
though you leap high in air 
you can't travel over tiny 
fences or anything, so its 
only useful for getting up 
hills quickly or avoiding ene¬ 
mies. Apart from one horren¬ 


dously frustrating part where 
you have to jump over flame 
filled rivers of lava, and you 
end up losing all your contin¬ 
ues, but never mind. Finally 
you can zoom the view in and 
out, but when fully zoomed 
in, it's completely useless 
unless you are travelling "up" 
the screen, so it's a feature 
not really worth the bother. 


EE S3 ESS j fflBC! 

There are eleven main levels, 
so the game isn't massive , 
but the levels do get bigger 
as you go along. Some bits 
(like the horrible lava jump¬ 
ing section mentioned earli¬ 
er) are very hard indeed so 
you won't finish it that quick¬ 
ly, anyway. The trouble is 
that it's all a bit samey, real¬ 
ly. Even the extra weapons 
and vehicles (such as the 
bonkers hovering pad) can't 
enliven it much. It's not 
exactly bad, but it always 
feels a bit like it should be 
fantastic, and there's just 
something you are missing. 
The dreadfully tacky plot and 



From these 

SCREENS YOU 
CAN SEE HOW 
THE TWO DIF¬ 
FERENT VIEWS 
AFFECT THE 
LOOK OF THE 
CAME. The 
TOP TWO PIC¬ 
TURES ARE 
WITH THE FAR 
AWAY CAMERA, 
AND THE BOT¬ 
TOM PICTURE 
IS THE CLOSE 
UP VIEW. As 
YOU CAN SEE 
IT'S ONLY USE¬ 
FUL IF YOU'RE 
TRAVELLING 
"INTO" THE 
SCREEN. It 
LOOKS QUITE 
NICE , BUT YOU 
CAN SEE THE 
MAIN SPRITE 
MORE CLOSELY 
(WHICH DOES 
NOT LOOK 
GOOD AT ALL). 



BARB WIRE? HO THANKS. 



There is an awful lot of FMV in Steel 
Harbinger (thirty minutes worth apparently), 
and every so often there is something new 
to take a peek at. Apart from the intro and 
telescreens, you can also pick up bonuses 



that show you adverts or footage from a 
security camera. Some of these bits are even 
quite funny. And the White House blows up. 
Hurrah! Those wacky aliens, eh? You've 
gotta love 'em. Or they kill you. No, really. 



Opinion Ignore the rather rubbishy concept (largely nude young 
lady shoots things), and the not very spectacular graphics (the sprite of 
the previously mentioned hero), and you are left with a game that is, 
occasionally, a lot of fun. Crusader: No Remorse is likely to be a huge 
improvement over this though. TC 


main character don't help 
matters much either, and 
they will probably put off 
more people than they 
attract. 

This is all a bit of a shame, 
as underneath the nasty 
exterior is a game with a lot 
of potential. Some of the 
giant 3D monsters are great 
(especially the gigantic 
bendy phallic worms on some 
of the levels), and there is 
enough exploding monster/ 
guts all over the place action 
for anybody. 

Can Steel Harbinger be any 
better than last month's 
Project Overkill ? Or can 
Crusader: No Remorse beat 
both of them when it finally 
comes out? The answer to 
both questions is yes. I prefer 
this to Project Overkill , but it 
is highly likely that Crusader: 
No Remorse will be the best 
adventurey shooter due to its 
deeper gameplay and lots of 
big explosions. 
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. Graphics : 72 

Animation : 6Q 

. So un d FX: 65 

. Music: .62 

Lastability : 79 
Playability: 81 
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INTRO, YOU 
ARE ENSNARED 
BY A HUGE 
ALIEN SHIP V 
THEN KID¬ 
NAPPED BY A 
STRANGE 
WOMAN WHO 
WHISKS YOU 
OFF TO PER¬ 
FORM IN HER 
GALACTIC 
GLADIATORIAL 
GAMES. 


You can hinder your oppo¬ 
nent by shooting them, 
which has the effect of slow¬ 
ing them down. You can also 
create magic floors (which 
can be used to reach previ¬ 
ously unattainable locations). 
Your enemies can also do 
those things with varying 
degrees of skill. However 
only you can increase your 
speed, drop mines, and if you 
have collected a vast number 
of magic bonuses, teleport or 
slow down your opponent 
even more with a spell. You 
can increase your ability level 
for each of these skills by col¬ 
lecting power ups through¬ 
out the levels. You can also 
pick up hourglasses, which 
give you an extra five sec¬ 
onds in the bonus round. 
Crystal Maze- style, and some 


ou may of heard 
of Grid Run 
being referred 
to as Grid Runner. 


It's moniker was changed 
presumably because of the 
ancient 8-bit Jeff Minter clas¬ 
sic of the same name. Sadly 
this has nothing to do with 
the Grid Runner of old. It's a 
game that defies most 
attempts at categorisation, 
only falling into the "Action" 
slot without looking a bit 
odd. Grid Run feels rather like 
an old Commodore 64 game, 
yet with all the hi-tech bits 
afforded by the PlayStation, 
thankfully it certainly doesn't 
look like one. 

Your aim in each level is to 
turn a certain number of flags 
blue. This is achieved by sim¬ 
ply touching them. The trou¬ 
ble is you have an opponent, 
who wins if he turns his quota 
of flags pink before you make 
yours blue. Added complica¬ 
tions come from the fact that 


you may only turn flags blue 
if you aren't "it". 

At the start of the level 
neither player is "it", but as 
soon as one player gets a flag 
the other player becomes 
"it". The only way to make 
the other player "it" is to 
touch them. When this hap¬ 
pens the player who is now 
"it" is teleported a short way 
away from the other player, 
who is now free to turn the 
flags their colour, including 
flags which have been 
coloured by the other player. 
Clear? Thought not. 


not very spectacular weapon 
power-ups. There is a bonus 
round after you have defeat¬ 
ed each opponent, and an 
opponent is only defeated 
once you have beaten him on 
three levels. 

Each opponent is fought 
on their homeworld, and they 
all have different attributes 
and tricks. Defeating an 
enemy requires you to work 
out the best way of keeping 
them at bay and navigating 
the levels. Long term strate¬ 
gists will also remember to 
clear out the levels of bonus¬ 
es too. This is worthwhile as 
codes which remember your 
status are given after each 


jjSB 03 

The levels themselves are 
made up of paths made out 
of square blocks. There are 
occasional variations in 
height of certain areas, 
linked to other areas by tilted 
blocks, and also blocks with 
special abilities such as tele¬ 
portation, and features such 
as conveyor belts. However, 
it still feels like an old 8bit 
game. Nothing wrong with 
that, of course, if it feels like 
a good 8bit game.But sadly 


world. You can also use a 
memory card if you feel so 
inclined, but the codes are 
less hassle. 


Release : Oct 
Company : Virgin 
Price : £44.95 
Players : 1 or 4 (link-up) 
Genre : Action 


Here is the start of one of the 

BONUS LEVELS. THE YELLOW 
ARROWS SHOOT YOU OFF VERY 
RAPIDLY; ENABLING YOU TO GET 
LOADS OF BONUSES. 


These purple pads are tele¬ 
porters WHICH MAGICALLY MOVE 
YOU TO SOMEWHERE ELSE ON THE 
LEVEL. The CONVEYORS DO THAT 
too. But much Slower. 


Here you are about to collect 

THE VERY LAST BONUS (PROBA¬ 
BLY). When you do , the grid 

RUNNER SAYS "PERFECT"AND 
HAPPILY FALLS TO HIS KNEES. 





































STEPHEN NINE’S IT. APPARENTLY. 

Here are your opponents. Their differences do make for a bit 
of thought on the strategy front, but you'll soon get bored 
anyway. Oh, and what's worse is that they don't even get 
killed when you defeat them. 


This robot is 
your first 
opponent. He 
is very large, 
very slow and 
very stupid. 

uihw 

This speedster 
is an aggres¬ 
sive cross 
between a 
crocodile and 
a dinosaur. 


m 

He's a weird 
mammoth 
thing, from a 
frozen and 
treacherous 
ice world. 




turn 


This Minotaur- 
like baddie is a 
bit chunky and 
relentless, so 
watch out for 
those horns. 


mm* 


Bullets bounce 
back at you 
off this crab 
bloke so don't 
use the slow 
down spell. 
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MMOS 


This unpleas¬ 
ant creature 
lays eggs 
which hatch 
into some¬ 
thing worse. 



cwnm 


This one 
appears to 
be remark¬ 
ably similar 
to Satan him¬ 
self. Gulp! 



This frog-like 
guy rather 
oddly eats 
fish. Bizarre, 
but it keeps 
him busy. 



Robobloke, 
basically. He 
uses holo¬ 
grams to 
deceive you 
into relaxing. 



HIMUL 


Urgh. Now 
this one is 

■ ** 

very ugly and 
has tentacles 


coming out 
of his head. 




Opinion Everyone knows not to judge a book by it's cover. 

However, I have read this whole book and the cover is spot on. In other 
words: this game looks and is old fashioned, as well as being complete 
pap. Dull, repetitive, unimaginative and expensive. Grid Run doesn't 
deserve any more of your attention. TC 


These pic¬ 
tures SHOW 
SOME OF THE 
DIFFERENT 

worlds. The 

ONE WITH ALL 
THE CONVEYOR 
BELTS IS THE 
ROBOT WORLD, 
THE ONE WITH 
THE LAVA IS 
THE DEMON 
WORLD, AND 
THE ONE WITH 
ALL THE SNOW 
IS THE MAM¬ 
MOTH WORLD. 

Appropriately 

enough. 



Grid Run isn't that much cop. 
Despite the differences 
between different worlds 
and opponents every level 
has exactly the same objec¬ 
tive and usually feels exactly 
like the last. Fine if you are 
totally in love with the thing, 
but if you fancy some variety 
then you should probably 
switch off the television and 
do something less boring 
instead, as advised by the 
famous Why Don't You... 
theme tune. 

To be fair to Grid Run, it is 
quite exiting in parts but it's 
far too limited to play 
repeatedly. And it certainly 
doesn't add anything shiny 
and new to the wide world of 
PlayStation games. There are 
some very irritating moments 
too, like when your opponent 
is teleported only about 
three centimetres away when 
you touch them, meaning you 
just keep running into each 
other in a not very funny 
way. It just goes on and on 
and on...much like the rest of 
the game in fact. By the time 
you have reached Zygote, the 
Electric Starfish of Destruc¬ 
tion (or something), you just 
don't give a damn anymore. 
There is some irrelevant FMV 
driven plot but even that 
isn't developed throughout 
the game. What a dreadful 
waste of time this whole 
thing seems to be. 


BMlrtflW 


Briskly 


Or is it? This is a multiplayer 
game, right? Well, some mul¬ 
tiplayer games simply don't 
cut it in one player mode, but 
when you've got some 
friends playing too, they are 
a top laugh. So... let's have a 
look at the other modes. You 
can have up to four players if 
you link two PlayStations, or 
have two players split-screen 
on one PlayStation. You can 
also choose which level to 
play on. Does this multiplayer 
option turn Grid Run into a 
marathon of fun and excite¬ 



ment with more than one 
player? Or is it still rubbish? 

Yes, it's still rubbish. It's 
certainly better than the one 
player mode, but so it should 
be. The problem is that there 
are a million better two play¬ 
er games about, and frankly 
you'd have to be a bit des¬ 
perate to fork out for this. I 
was hoping that this would 
be a triumph of good game- 
play over flashy graphics, but 
this game has neither. For 
the sake of your sanity get 
one of the Bubble Bobble 
series. Those games have fun 
literally oozing out of their 
pores, and at £30 Bust-A - 
Move 2 is far more sensibly 
priced than this effort. 
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Gr ap h ics : 75 
Animation : 77 
Sound FX : 62 
Music: 72 
Lastability: 42 
Playability: 78 
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Available 
now from 
Titan Books 

ISA NEW 
GRAPHIC 
NOVEL, BASED 
UPON THE 

Babylon 5 

TELEVISION 
SERIES, 

Shadows 
Past and 
Present. 

DRAWN BY TER¬ 
RIFIC UK 
artist John 
Ridgway, 

WHOSE PREVI¬ 
OUS FANTASY 
EXCURSIONS 
HAS INCLUDED 
A MAMMOTH 
RUN ON 

Marvel UK's 
Doctor Who 
comic strip, 
Shadows 
Past and 
Present is 

INTENDED TO 
ACTUALLY FIT 
INTO THE ON¬ 
GOING 

Babylon 5 

STORYLINE, 
AND IS FULLY 
APPROVED BY 

Babylon 5'sJ 
Michael 
Straczynski. 


GML 




WIPEOUT 2007- 
THE OOlOmi SOUNDTRACK 

by Various Artists 

PRICE: €13.99 
RELEASED BY: Vircin 
RATING: ★★★★ 

As far as computer game music 
tie-ins go, this is the big one. 
There are some seriously big 
names here, such as 
The Prodigy and 
Underworld, as 
well as the 
recently number- 
one hit scoring 
Chemical 
Brothers, as 
well as highly 
respected 
underground artists like Source 
Direct and Daft Punk. Some 
tracks are supplied by 
Psygnosis' in house musician. 
Cold Storage, and these are sur¬ 
prisingly good. 

The style ranges from slow 
breakbeat - such as Loops of 
Fury by The Chemical Brothers, 
through techno to hardstepping 
drum and bass with The Third 
Sequence. Highlights include 
Source Direct's specially writ¬ 
ten 2097, and The Prodigy's 
Firestarter instrumental. 
Disappointment comes in the 
form of Petrol by Orbital and 
Afroride by Leftfield, which 
were also on the first WipEout 
album. However, overall this 
album is a much more coherent 
collection than the first one, 
and with so many top tracks you 
really will have to invest in this 
compilation if you are generally 
into breakbeat based dance 
music. (TC) 

THE RETURN OE CHIT FICTION 

by Various Artists 

PRICE: £12.99 
RELEASED BY: Vircin 
RATING: ★★★ 

This is the Return of Cult Fiction 
has the dubious honour of 
being this 
month's CD of 
choice in the 
PlayStation Plus 
office. It is a collec¬ 
tion of 36 of the 
best and worst tele¬ 
vision theme tunes 


MORE ITEMS OF MERCHANDISE CURRENTLY 
AVAILABLE THAT WE BELIEVE WILL BE OF INTEREST TO 

PLAYSTATION GAMERS EVERYWHERE. 


after the past thirty years. The 
tracks range in length from 
about one to three minutes, 
and most of them are fairly dull 
and forgettable. However, 
when it's good, it's really really 
good. The best themes include 
The Professionals, Enter the 
Dragon, Doctor Who, Magnum 
PI, Dave Allen, Tales of the 
Unexpected, Taxi, I Dream of 
Jeannie, Grange Hill , and the 
crowning glory. 
Rhubarb & Custard. 

! Sadly a few of the 
tunes aren't the orig¬ 
inal versions, but 
everything on offer 
certainly sounds 
authentic. This collec¬ 
tion is perfect for both 
your relaxed lounge 
soiree or your glammed 
up disco party, as there is a lot 
of variety between the tunes, in 
terms of both style and quality. 
Defiantly recommended. (TC) 


mm. 


OAOYION S-All A10REINTHE 
RICHT & ACTS Of SACRIFICE 

PRICE: £12.99 
RELEASED BY: Beyond 
Vision 

RATING: ★★★ 

Two episodes that initially 
appear unconnected with 
Babylon 5's ever evolving over¬ 
all storyline. All Alone in the 
Night sees Captain Sheridan 
kidnapped by alien terrorists, 
who seek to discover what it 
takes to break him. Mirroring 
Sheridan's fears is the dying 
Nam, Ta'Lon. If humans and 
Narns are prisoners, who is 
responsible for putting them in 
confinement? Where director 
Mario DiLeo really shines is in 
the sub-story 
sequences, as Delenn 
returns to face the 
Grey Council, the 
secret Minbari 
society who want 
to know every¬ 
thing that has 
been occurring 
on Babylon 5 
since she 
emerged from 
her chrysalis. 

Well, anything they didn't 
already know... Acts of Sacrifice 



uses the angst growing 
between the Narn and 
Centauris to explore G'Kar's 
reaction to an eager Narn to 
whom the diplomacy of war is 
irrelevant. Each episode of the 
show not only showcases one or 
two regular characters but 
inevitably explores them in far 
greater detail than most US 
series. G'Kar has never been 
ignored, but rarely is he as 
interesting for fifty minutes as 
he is here. Excellent stuff. (GR) 

THIS FROMM CRYPT 

PRICE: £12.99 
RELEASED BY: Beyond 
Vision 

RATING: ★★ 

The Tales from the Crypt series is 
an upmarket version of The 
Outer Limits. Numerous stars 
jump on board to star in or 
direct the forty-minute 
episodes, and the latest pair of 
three episode tapes feature 
Demi Moore, Lance , 

Henrikson and Amanda 
Plummer in the lead 
roles, while The Switch 
is directed by Arnold 
Schwarzenegger. 

Each story is intro¬ 
duced by the Crypt 
Keeper who,in 
addition to a 
wealth of crap 
gore-related gags 
(ghouls and girls, 
etc) also provides a one 
liner outro. Of the two 
tapes, none of the six 
episodes are particu¬ 
larly impressive, with 
only Dead Right 
offering any great 
surprises. Demi 
Moore plays a 
money-grabbing 
woman who is 
told by a fortune 

teller that 
she will come into 
money if she marries a 
disgusting slob who is 
destined to inherit a 
fortune. Biting the bul¬ 
let, Moore's character is 
constantly thwarted in 
her plans to get rid of 
him, and the ending is 
perfectly ironic where 
Moore's hubby does keel 
over and inherit the money 
albeit too late for her to 



enjoy it. The other episodes 
vary in quality greatly, from the 
one-joke Cutting Cards (card 
sharks play poker for limbs) and 
Lover Come Hack to Me (an 
ancient family tradition is 
revealed), to the dire 
Schwarzenegger episode where 
a millionaire swaps his body to 
impress a young lady. In all, the 
tapes are fine examples of a 
very bland series. In the US, the 
Crypt Keeper's ghoulish tales 
have spawned two films, both 
of which - coincidentally - are 
crap, too. (SM) 


Mcomtoicism 

PRICE: Rental 
RELEASED BY: Warner 
RATING: ★★★ 

In a plot that borrows from 
Passenger 57 and countless air- 
based disaster movies. 
Executive Decision teams 
together Kurt Russell and 

Steven Seagal as a 
r pair of chalk and 
cheese terrorist 
experts. While 
Russell is the 
bespectacled brains 
of the organisation, 
Seagal and his crack 
team of commandos 
are renowned for 
their siege-breaking 
skills. The pair fall out 
when a tip-off of 
Russell's relating 
to a stolen deadly 
gas turns out to be 
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incorrect, but are 
forced together 
when a gang of mid¬ 
dle east terrorists 
(lead by television's 
Poirot, David Suchet) 
hijack a Washington- 
bound 747. Suchet 
plans to make the 
West pay for the dis¬ 
services against his country, 
and has a bomb and several of 
the deadly gas canisters in the 
plane's hold. Needless to say, 
Seagal's team are sent in on a 
daring raid and use a souped up 
Stealth bomber to link on to the 
747's undercarriage and gain 
entrance covertly. This is where 
Steven Seagal's cameo kicks in, 
though, as he heroically dies as 
the link fails, leaving the sup¬ 
posedly weak Russell in charge. 














What follows is an 
enjoyable enough, 
if rather familiar, 
affair. Russell 
gradually wins 
over the suspi¬ 
cious marines, 
and with the 
help of air host¬ 
ess Halle Berry begins to over¬ 
see the multiple tasks of find¬ 
ing and defusing the bomb, tak¬ 
ing out the terrorists and, even¬ 
tually, flying the plane. While 
Executive Decision is an enjoy¬ 
able enough romp, it is half an 
hourtoo long. Needless 
padding (a fake bomb, two runs 
at landing the plane, etc) fail to 
add tension and only raise a 
sigh, although the gun battles 
are well handled. Sadly, David 
Suchet is less convincing as the 
arch bad guy, with Russell and 
the rest towering over him 
and a rather unconvinc 
ing accent. Perfect 
Saturday night fare, but 
only if Die Hard With a 
Vengeance is already 
taken. 

(SM) 

ASSASSINS 
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PRICE: £ 13.99 
RELEASED BY: Warner 
RATING: ★★★ 

Sylvester Stallone is Robert 
Rath, the number one hitman of 
the underworld. Tiring of his 
job he wants out of the seedy 
underworld, but finds himself 
the target of ambitious assas¬ 
sin, Miguel Bain (Antonio 
Banderas), who has been beat¬ 
ing Rather to hits and trying to 
usurp him as the best. The two 
men clash across a number of 
occasions, with a sub-plot 
regarding Rath's guilt over 
killing his old partner gradually 
merging with Bain's plans for 
the number one spot. Assassins 
is an uneven film which can be 
both enthralling and breath¬ 
taking at times, but deathly dull 
at others. Stallone is at his best 
as the world-weary Bain and 
Banderas manic as the upstart 
assassin, but the gaps between 
their battles takes too long, 
and some of the plot threads 
left to meander. However, the 
final meeting of the pair at the 
same location where Rath killed 
his partner is 
incredibly 
taut, but 
spoiled by an 
annoying twist 
in the tale where 
Rath finds out 
who has been 
sending both 
himself and Bain 
to the assorted 



hits. Julianne Moore 
plays a cooky hacker 
who provides the lover 
interest, but the slower 
sections in Assassins 
stop this from being an 
essential action film and 
sell an excellent idea and 
set pieces rather short. 

(SM) 

pmmmmn 

PRICE: £ 10.00 
RELEASED BY: Full Circle 
RATING: ★★ 

Here you can see a whole 
Formula 7 race being played, 
experience some moments from 
Die Hard Trilogy and even get an 
early glimpse of Street Fighter 
Zero 2 amongst others. Okay, it 
may help you make up your 

mind about whether 
l to buy these 
games, but only if 
you are shallow 
enough to like or 
dislike a game on 
visuals alone. 

Where's the com¬ 
mentary? Where are 
the criticisms and 
questions posed by 
video game maga- 
zines?AII we get here 
are a few lines at the end of 
each game and a rating. 

Imagine and issue of Play¬ 
Station Plus full of screen grabs 
and the five line Opinion box 
and nothing else. That's effec¬ 
tively all this tape is. Nicely 
edited, well put together but 
ultimately rather pointless as 
you'd get a much better idea 
about the game's visuals by 
popping along to your dealer 
and asking for a demo. (GR) 




STAR MRS: SHIPS arm FIST 

PRICE: £ 11.99 

RELEASED BY: Boxtree 

RATING: ★ 

Star Wars pop up books, eh? It 
sounds like an absolutely fan¬ 
tastic idea. And it is. However, 
these two attempts (Rebel 
Alliance Ships of the Fleet and 
Galactic Empire Ships of the 
Fleet ) don't really achieve the 
full potential they could. Each 
book is very short (four pop ups 
for the Empire and three for the 
Rebellion), and the pop ups 
themselves fall far short of the 
spectacular mark. They general¬ 
ly involve just a few ships flying 
about, and are mostly very sim¬ 
ple things indeed. Highlights 
include the AT-AT Walkers in 
the Empire book and the X- 


Wing fighters in the Rebel 
book. There is 
some more 
information 
about the 
craft in 
question 
spread 




i 


over the 
pages, j 
but there 
simply isn't 
enough here to warrant spend¬ 
ing twelve quid. You'd have to 
be a very ardent Star Wars fan 
to shell out for these, and I sus¬ 
pect they may be an attempt to 
cash in on Star Wars com- 
pletists, who will out and buy 
them no matter how low a score 
they are given. Very disappoint¬ 
ing indeed. (TC) 

DOCTOR WHO - THE THIRD 
DOCTOR HANDBOOK 

by David J Howe and Stephen 
James Walker 

PRICE: £4.99 

RELEASED BY: Virgin 

RATING: ★★★ 

Everything you could possibly 
need to know from the most 


f - 


exciting era of Doctor Who. 
Although Jon Pertwee is no 
longer with us, 

■ he managed to 
I prepare an intro- 
f duction to this 
examination of 
his years on the 
science-fiction 
television show, 
and praises it high¬ 
ly. I can do no more. 

This is part of an on¬ 
going series, sensibly produced 
in chronological order but this 
one has everything. With an in- 
depth examination on the Dalek 
adventure Day of the Daleks, 
plus heaps of 8information on 
the actors, actresses, produc¬ 
tion staff and other stories that 
put Doctor Who at the height of 
its popularity in the 
Seventies (including a 
handful of unmade 
ones), this handy little 
book is essential read¬ 
ing, not just for 
Whonaraks but any¬ 
one with a passing 
interest in the whys 
and wherefores of 
making a television 
programme. (GR) 


mumm 


RARYION 5 

To celebrate the arrival of 
the latest Babylon 5 tape. 
Beyond Vision have given us 
five copies of Volumes 16, 
available in glorious Dolby 
Surround Sound, featuring 
the episodes All Alone in the 
Night and Acts of Sacrifice. 
The first five names out of 
the hat will win the tapes. 
All you need to tell us on a 
postcard or back of a sealed 
envelope is which other 
Babylon space station fea¬ 
tured heavily in the Season 
One episode Babylon 
Squared. Was it: 

A) Babylon 7 

B) Babylon 4 
or 

C) Babylon 6 

Send your postcard to 
Babylon 5(16) Competition 
at the PlayStation Plus edito¬ 
rial address (see Page 5), to 
arrive before December 16th 
1996. 

ASSASSINS 

Available from Warners, this 
breath-taking adventure 
stars Sylvester Stallone and 
Antonio Banderas. We have 
five copies to give away, and 
all you need to do is tell us 


which superhero Assassins 
director Richard Donnerwas 
famous for bringing to the 
big screen. Was it: 

A) Spider-Man 

B) Superman 
or 

C) Batman 

Send your postcard to 
Assassins Competition at the 
PlayStation Plus editorial 
address (see Page 5), to 
arrive before December 16th 
1996. 

PLAYSTATION TAPED 

Full Circle have released the 
third in their series of video 
reviews of PlayStation video 
games. We have fifty copies 
to give away, and all you 
need to tell us is when the 
PlayStation was launched in 
the UK. Was it: 

A) September 1995 

B) November 1995 
or 

C) July 1995 


Send your postcard to 
PlayStation Taped 
Competition at the 
PlayStation Plus editorial 
address (see Page 5), to 
arrive before December 16th 
1996. 
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SEND YOUR VIEWS AND COMMENTS TO: 

PLUS POINTS, PLAYSTATION PLUS, PRIORY COURT, 30-32 
FARRINGDON LANE, LONDON, EC1R 3AU 

PLAYSTATION@CIX.COMPULINK.CO.UK 


Why are 

THERE NO 
MAJOR VIDEO 
GAMING EXPOS 
UP NORTH?; 

Resident Evil 

- CRAP OR 

what: 

DISCUSS; AND 
TECHNO 
BLOODY 
TECHNO 
DARLING. IT 
ALL COMES 
UNDER 
DISCUSSION 
THIS ISSUE . 



Every year in London's Earl's 
Court there is a live home elec¬ 
tronics and entertainment 
show - Live '96. I, and many 
other people living in the 
North are unhappy about this. 
There needs to be a Live '97 up 
in the North West or the NEC 
Birmingham. Could someone in 
the industry therefore get their 
act together and sort some¬ 
thing out. Not everybody lives 
in London, so please would 
there be a chance in the future 
for this to happen? 

D A Coombe, Stockport 

Considering how many compa¬ 
nies are not based in London 
(Psygnosis and Warners spring 
immediately to mind), it does 
seem bizarre that no one has 
done this. Maybe it's up to the 
NECs and CM EXs of this world to 
try and attract the games indus¬ 
try to their venues. 

mmmm 

I agree with some of your 
recent correspondents - the 
PAL consumer is forever being 
treated like shite by corpora¬ 
tions like Sony. We, the PAL 
users, are effectively paying 
more for less. There are no rea¬ 
sons why games consoles can¬ 
not be both PAL and NTSC 
compatible in order to benefit 
those fortunate enough to own 
a SCART television set. PAL 
games are far inferior to their 
NTSC counterparts - just look 
at the Amiga A1200, even that 
has this capability. 

I had never bought a PAL 
machine in the past; alterna¬ 
tively I tended to go import 
machines. The reason for this 
was that PAL games are so sub¬ 
standard and restricted when 
compared to their NTSC 
brethren. But, regretfully, I 
bought a PAL PlayStation and it 
will the first and last occasion I 
ever do so as it is hopeless. The 
games are slow, the screen size 
minute. Games such as Street 
Fighter Alpha and Mortal Kom- 
bat3 are only crumbly 2D beat 
'em ups; surely games of this 
nature can run on a full screen 
without complications? 

Mortal Kombat Trilogy looks 
superb, but then, we are only 
seeing NTSC screen shots; 
When magazines review games 


and award them top marks, 
please take into account and 
consideration that the versions 
you see are superior to the 
games many of us will rush out 
and buy, as you clearly do not 
review PAL versions. As for the 
PAL Resident Evil, all of the PAL 
consumers should have banded 
together and told Virgin where 
to shove it and boycott buying 
it. But instead it would seem 
we, the PAL consumer, no 
longer have to put with with 
PAL restricted software, we 
now have to put up with PAL 
restricted restricted software, 
thanks to Virgin's cuts. 

Thus, in consequence, the 
PAL consumer has cut his 
throat because when Resident 
Evil 2 arrives, it will also be 
"cut" because Virgin now know 
they can do so. Only complete 
pricks would seek to ban or 
censor Resident Evil. 

When Mortal Kombat first 
appeared on the SNES, many 
years ago, it was deemed 
unsuitable for the age range 
the console was aimed at and 
as a result it was devoid of 
blood and death moves. As a 
direct result, sales of the game 
fell far below what was to be 
expected. Thus, when Mortal 
Kombat 2 came along, it was 
full of blood and death! So 
much for Nintendo's principles. 
Money and sales figures talk 
and dictate. 

If you wish to play real 
games, buy imports. True, it's a 
pain in the backside, but it's 
worth it in the long run. 

H Falstaff, Wallsend 

Er, maybe I'm not following your 
angle here but if companies 
believed that sales were more 
important than censorship, then 
your argument falls flat on it's 
face. After all, you are criticising 


Virgin for trimming Resident Evil 
(and therefore, by your line of 
reason, trimming their profits) 
yet accusing Acclaim of profiteer¬ 
ing because they put it into Mor¬ 
tal Kombat 2. They can't win in 
your eyes, can they? Oh, and by 
the way, just glancing through 
recent review discs we've got 
here. PAL, PAL, PAL, PAL oh 
look, here's an NTSC one - 
Street Fighter Alpha 2, the use 
of which we pointed out in the 
text. Seems to us that you've got 
a bit of a boulder-sized chip on 
your shoulder about PAL vs 
NTSC and need to do a bit of fact 
checking before mouthing off. 


I have been playing video 
games since I was ten years- 
old, some sixteen plus years, 
and I have at last found a game 
which has kept me totally 
enthralled since I bought it. I 
am talking about Resident Evil. 
On average, I have played it for 
about four to six hours a day. 
Last night my mate Ollie and I 
finally cracked it with a mam¬ 
moth 12 hour session. The fur¬ 
ther you get, the ,more it draws 
you in. The puzzles get harder, 
so do the monsters, but you 
just have to find that key or 
MO disc etc. The music is spot 
on, spine-tingling in places, 
mellow and relaxed elsewhere. 
You can't rest unless you're in a 
save room, so your brain is in 
constant overdrive. 

Unfortunately, we only man¬ 
aged about 80% on our own, 
then we had to use your guide 
(mainly for the lab). We used 
Chris and found that you really 
have to plan ahead to get any¬ 
where. One thing we both 
noticed though, when fighting 
Tyrant, was that the camera 
can be a bit slow to move into a 
more user-friendly view. We 



ManxMan Chris Redfield 

WONDERS WHY SO FEW PEOPLE 
FOUND FAULT WITH RESIDENT 

Evil? Probably because it's so 

DAMN GOOD! 

also found the staircase FMV a 
pain in the rear-end as you 
can't skip it. Apart from this, 
we give it a stonking 100% on 
all counts. 

I have read somewhere that 
if you finish it in under three 
hours, you restart with the 
rocket launcher. How the hell 
do you complete such a huge 
game in three bloody hours? 
Mark Walker, Derby 

After reading Issue 12 of 
PlayStation Plus , and particular¬ 
ly Plus Points, I began wonder¬ 
ing who selects the letters 
which get published. Is this 
person physically connected to 
Resident Evil? Was this person 
so eager to get the game that 
he went down to his local com¬ 
puter games store a week 
before the game was available 
to buy, and camped outside, so 
that when it was released he 
was able to get the first copy? 
If you're not getting my drift 
yet - okay, we appreciate the 
game and own it and thorough¬ 
ly enjoy it. Don't you think, 
however, you may have printed 
a few too many letters saying 
how great it is? And others 
from people blabbering on 
about the great graphics? no 
disrespect, but how about 
some variation in the subjects 
in the letters printed? And if 
you can't get any, why not 
make some up and add a few 
witty comments to make them 
funny? It's getting like your 
magazine is dedicated to Resi¬ 
dent Evil. Being an independent 
publication (big words there) 
maybe you could put letters in 
saying Resident Evil is crap. You 
can't be under any legal obliga¬ 
tion to go on about how 
bloody brilliant it is, so please 
publish some letters, like this 
one, that criticise it. 
















Chris Redfield, the Isle of Man 

Ah-ha! You think you've caught 
us out - a letter going on about 
letters going on about Resident 
Evil. And one that says it's a good 
game in one breath and then 
claims to be criticising it in the 
next. Sorry , you'll have to try 
harder than that. Ohj and by the 
way , the guy who edits these let¬ 
ters has never even touched a 
Resident Evil disc, let alone 
played it and out of thirteen Plus 
Points, we've printed six letters 
on censorship in Resident Evil, 
two on advertising within it, one 
of general PlayStation game 
quality , one asking when it was 
coming out and one (which you 
wouldn't have seen when you 
wrote your letter) criticising it. 
Plus the two here. That's thirteen 
out of nearly one hundred print¬ 
ed letters. Not a bad average, I'd 
say. 0h y andno y we won't make 
letters up y not even to please 
you y Chris. Next? 


The PlayStation lacks a shoot 
'em up played with an infra-red 
gun, like Sega's Virtua Cop. Is 
the PlayStation ever going to 
bring out a game like that? 
Even the crappy old NES had a 
game like that, called Duck 
Shoot. If there is going to be 
anything like it, please tell us? 
Mark Florian, Sanderstead 

I reckon a gun should be 
brought out for the PlaySta¬ 
tion. When I go to the arcades, 
most of the best games are 
shooting ones. 

Michael Cliffe, Chessington 

You must have missed our pre¬ 
view and review of Die Hard 
Trilogy. The Die Harder section 
is far better than Virtua Cop and 
should satisfy all your shoot 
'em up cravings. Ob¬ 


viously the PlayStation 
joypad works with it, but 
a mouse is even better. And 
only last week those nice peo¬ 
ple from Spectra Video came 
into the PlayStation Plus office 
to demonstrate their new gun, 
which worked very well in¬ 
deed. Head off to your local 
shop and hunt one down. 



In recent issues PlayStation Plus 
has looked at music in video 
games. Coming under the cate¬ 
gory of Game Fanatic (see 


Child's Play feature in Issue 11), 
I admit I'm a big fan of in-game 
music and feel it has been 
harshly criticised recently. 

Firstly, I can't believe that 
many people really turn the 
sound off when playing a 
game. A couple of interviewees 
had the notion that "everyone 
does this." Take the music 
away from most games, and 
the atmosphere is ruined. 

Secondly, and most impor¬ 
tantly, I am sick to death of sad 
indie/Britpop fans saying that 
their type of music should be 
put into games. They seem to 
think the whole world revolves 
around Oasis and Ash. But 
come on, indie music is not 
going to be suited to many 
games. Can you imagine com¬ 
bining Don't Look Back in Anger 
with Tekkenl Or Common Peo¬ 
ple with Ridge Racer ? And any¬ 
way having a big name band 
produce music for a game is 
just as likely to put as many 
people off as it will attract oth¬ 
ers. Indie fans seem to forget 
that there are dance, R&B and 
rock fans out here too. The sim¬ 
ple fact is, they can't all be 
catered for. 

Tim Spencer, Nottingham 

Why do most stay'sh games 
take themselves too seriously 
and are always plastered with 
wank techno (no-no, no-no-no- 
no). Craaap! 

If ya'II dig the good thangs in 
life, well, roll up roll up for the 
amazing-play-pretty-much- 
what-kind-of-music-you-dig- 
while-taking-a-Sunday-drive- 
round-any-of-the-tracks-on- 
Ridge Racer Revolution. 

This may work on Ridge Racer 
but I ain't tried it. Nope. 

You can play your fav track 
off your fav shinni piece of cir¬ 
cular silicon-coated tin 
by letting your cho¬ 
sen race track load, 
pause the game, take 
out your copy of Ridge 
Racer Revolution and 
then stick what would 
have been called a hot 
piece of wax (before the 
pops got dehumanised) in 
your stay'sh and wooh, 
you're away. 

To reset for the first song, 
just pause the game at the 
beginning of the race, pop the 
lid shut and race pop pickers. 
Race! Sure feels good to get rid 
of that 2 Unlimited crappy 
soundtrack dunnit? 

Let me hear you say "yeah". 

A Leech, Manchester 

I think we got the general gist of 
that boys and girls. It seems that 
there are some people out there 
who are very strange indeed... 


FaQ 


m most mi 

OHCE 


mom asked questions of m month oof, 

OOOIN, MFT WITH SmiOHTONSWFOS. 


0 1 read with interest last issue, that Capcom are set to 
release Street Fighter vs X-Men and Street Fighter 
Caiden in the arcades and on the PlayStation. Of the 
two, Street Fighter Caiden looks the most interesting, but 
is it actually the third in the Street Fighter series — the 
mythical Street Fighter 31 If not, does this mean that 
Capcom have scrapped plans for the third game or are they 
planning something very special indeed? 

■■ Street Fighter Gaiden is not Street Fighter 3, but the 
Hi first game to attempt to recreate Ken y Ryu and the gang 
ml in 3D. The graphics are polygon versions of their old 
sprite selves y and the gameplay is similar to that of the past 
games. The 3D itself is a bit of a misnomer y too y as the game 
does exist in two planes, but cannot really be classed as 3D in 
the same wayToshinden can. Street Fighter Gaiden is being 
developed externally for Capcom, because the Street Fighter 
team are currently working away on the 'true' Street Fighter 
3. Details are scarce right now y but insiders have reported that 
the game will definitely star Ken and Ryu y but others have yet 
to be detailed. Similarly , the much-rumoured jump into 3 D is 
a myth y as Capcom are billing Street Fighter 3 as 'the ulti¬ 
mate 2D fighting game. 'A small concession to the third 
dimension , however, is that the game is played across two 
planes, with the sprites jumping in and out of the screen. On a 
sadder note, though y while both Street Fighter Gaiden and 
Street Fighter vs The X-Men are confirmed for PlayStation 
conversions (and most likely to appear through Virgin on 
these shores), Capcom claim Street Fighter 3 will be too com¬ 
plex for the current home systems. 

have heard that both Dark Forces and Rebel Assault 2 
have been scrapped for the PlayStation. As a great 
Star Wars fan, can you tell me the reason for the scrap¬ 
ping of these two games? 

■■ After many false starts and problems, both Rebel Assault 
HI 2 and Dark Forces are still on their way to the 
ml PlayStation. Originally, Rebel Assault 2 was canned 
because Lucasarts were unsure of how well the linear game- 
play would appeal to Sony owners (Rebel Assault 2 uses a 
simple control system in conjunction with backdrops streamed 
from the game CD), while Dark Forces slipped as Lucasarts 
drafted some of the development team to help get the 
Nintendo 64 version of Shadows of the Empire finished. 

Since then, work has restarted, and Lucasarts are busy trying 
to add to Rebel Assault 2's gameplay, noting complaints 
made about the PC code. Similarly, Dark Forces is coming 
along very nicely, and both games should debut sometime in 
March/April. 

Q \ owned an Amiga and became a big fan of war games. 
Sadly, the number of similar games for the PlayStation 
are limited to the likes of X-Com and Panzer General. 
With so many PC ports coming to the PlayStation, are any 
of the PC's good wargames on their way? 

■■ Virgin have been the first off the mark, and Command 
HI and Conquer is heading fora PlayStation release this 
ml Christmas. The PC version was one of the best-selling 
games of last year, and the PlayStation code (previewed on 
Page 30) is looking very promising indeed - with all the stun¬ 
ning intros and intercut scenes remaining intact. Mindscape 
are also keen to monopolise the lack of strategy games for the 
Sony machine, with Warhammer (reviewed on Page 102 ) 
offering a mix of war and RPG elements, while the Burgess 
Hill-based software house are also working on a sequel to 
Panzer General, currently entitled Panzer Command. Several 
other software houses are said to be looking into the genre as 
sales of the PlayStation mouse start to pick up, but until then 
the above should keep you more than busy. 
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Just how do you follow 
Doom or Final Doom? How 

ABOUT MORE MONSTERS, THE 
INTRODUCTION OF SPELLS TO THE 
MIX, ORA LARGE GAME WORLD AS 
OPPOSED TO A SERIES OF SMALL 
LEVELS? OR A CHOICE OF THREE 
CHARACTERS AS OPPOSED TO 

Doom's one? Ora 3D world 

WHERE YOU CAN NOW LOOK UP 

and down? Intrigued? 
PlayStation Plus reveals all 
next issue. 


Command. & d 


War games are often per 

CEIVED AS DULL, DRAB-LOOKING • 
AFFAIRS, WITH DRA WN OUT BAT¬ 
TLE SEQUENCES AND MINIMAL 

action. Westwood's 
Command & Conquer 

CHANGED ALL THAT, THOUGH, 
OFFERING BLISTERING ACTION, 
STUNNING INTERMISSION 
SCREENS, AND MISSIONS WHICH 
LINK TOWARDS A GREATER GOAL. 

Read our full review, and 

PREPARE TO HAVE YOUR OPINIONS 
OF THE GENRE CHALLENGED. 


Destruction Derb 


With WipEout 2097 making 

ITS PREDECESSOR LOOK DECIDED¬ 
LY WEAK, PSYGNOSIS AIM FOR 
TWO IN A ROW, AS DESTRUCTION 
DERBY 2 ROLLS IN FOR REVIEW. 

Every aspect of the came has 

BEEN IMPROVED ACCORDING TO 

the Liverpudlian team, and 
PlayStation Plus will beat 

THE FRONT OF THE PACK FOR AN 
EXHAUSTIVE REVIEW. 



Subscriptions 

AND BACK 
ISSUES AVAIL¬ 
ABLE from: 
Tower 
Publishing, 
Tower House, 
Sovereign 
Park, 

Lathkill 

Street, 

Market 

Harboro, 

Leicester. 

LE16 sEF. 

Tel: 01858 

468888 

Six-month 

subscription 

rates: 

UK and BFPO: 
£ 17-70 
Annual sub¬ 
scription 
rates: 

UK and BFPO: 
£ 35 - 40 , 
Surface mail: 
£40.00 v 
Airmail 
Europe and 
Eire: £46.00, 
Airmail Zones 
1 and 2: 
£73-00. 

Back issues: 
UK: £ 3 - 75 , 
R.O.W: £6.25 

(INCLUDES 

P&P) 


The December issue of PlayStation Plus is on sale 22ml November 

PlayStation Plus is selling out fast, so reserve a copy of the ultimate guide to the PlayStation by 
handing the following form into your local newsagent: Please reserve me a copy of PlayStation Plus 


NAME . 

ADDRESS 




























Perfect 



"kombat"- ability 



*,99 


£ 49 «|= £ 199.99 


EXCLUSIVE 
PACK INCLUDES: 

UK PlayStation Machine 
Sony Joy pad Demo Disk 
FREE Mortal Kombat 3 game 
(TOTAL SRP £249.98) 
LIMITED STOCKS 


BUY WITH CONFIDENCE 

who, why, what, where, when? 


PLAYSTATION DIRECT LIMITED ... the name is self 
explanatory .. our commitment is solely to the SONY 
PlayStation market. We are allowed and authorised to use the 
name of the most popular CD console machine, because our 
commitment to this market place was instigated 9 months 
before the official UK release. 

We are the only official mail order company in the UK that 
solely supplies SONY PlayStation products. All our machines 
and games are official UK released products. All machines 
carry a SONY 1 year warranty. We pride ourselves in the 
following: 

• FIRST RATE PRODUCT KNOWLEDGE • EFFICIENT SERVICE 

• EXCELLENT PRICES • OBTAINING THE GAMES FIRST!! 

• FREE GIFTS WITH EVERY ORDER OR ON REQUEST (SAE REQUIRED) 

• RAPID DELIVERY SERVICE • NO MEMBERSHIP PAYMENT 

We get the games first...but more importantly we supply YOU with 
them first!! 


You have chosen the best CD console technology ... now choose the 
best mail order company for that product... 


PLAYSTATION - DIRECT TO YOUR DOOR 


SPECIAL OFFERS 


MK001 Official UK PLAYSTATION MACHINE 

MK002 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 

WHEN ORDERING A MACHINE FROM FLA YSTA TION DIRECT WE WILL OFFER YOU THE 
DISCOUNTED PACKAGES * YOU WILL GET A FREE CARRY CASE 
MK003 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY MEMORY CARD 

MK004 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY JOYPAD 

MK0D5 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY MOUSE 

MK0B6 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY CARRY CASE 

MK007 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + M/PORT SCART LEAO 

MK008 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + LINK CABLE 

MK009 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + NAMCO NEGCON PAD 

MK0010 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + MAOCATZ ST/WHEEL 

MK0011 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + Any pdirect £39.99 game 


PLAYSTATION 

YOU 

DIRECT 

SAVE 

179.99 

20.00 

199.99 

0LL0WING 

49.99 

217.99 

57.00 

222.99 

52.00 

222.99 

52.00 

214.99 

54.98 

207.99 

56.99 

209.99 

54.99 

234.99 

54.98 

255.99 

74.98 

234.99 

59.98 


ACCESSORIES 

PRICE 

PRICE WHEN 
ORDERED WITH GAME 

AC001 

SONYJOYPAD 

24.99 

22.99 

AC002 

SONY MEMORY CARD 

19.99 

17.99 

AC003 

SONY MOUSE 

24.99 

22.99 

AC004 

SONY MULTITAP 

29.99 

27.99 

AC005 

SONY OFFICIAL CARRY CASE 

19.99 

14.99 

AC006 

SONY LINK CABLE 

19.99 

17.99 

AC007 

SONY EURO SCART 

29.99 

27.99 

AC008 

NAMCO NEGCON PAD 

34.99 

32.99 

AC009 

ASCII JOYPAD 

29.99 

27.99 

AC010 

ASCII JOYSTICK 

49.99 

47.99 

AC011 

MAD CATZ STEERING WHEELS 

59.99 

55.99 

AC012 

JOYPAD EXTENDERS 

4.99 

3.99 

AC013 

RFU UNIT 

14.99 

9.99 

AC014 

PDL MULTIPORT SCART CABLE 

9.99 

7.99 

AC015 

PDL LINK CABLE 

12.99 

9.99 

AC016 

PDL PHONO SCART CABLE 

3.99 

1.99 

AC017 

ANTISTATIC CLEANING CLOTH 

2.99 

1.99 


AVAILABLE NOW!! 

PRO PINBALL 

AVAILABLE AUGUST 

BUST A MOVE 2 

BLAST CHAMBER 

FATAL FURY 3 

MARVEL 2099 

SKELETON WARRIORS 

WATERW0RLD 

ACTUA SOCCER 

PSYCHIC DETECTIVE 

3D DECATHAL0N 

CASTLEVANIA 2 

BROKEN SWORD 

FIGHTER ATTACK 

MELT 

SLIPSTREAM 

WEREWOLF: THE 

ADIDAS P/S SOCCER 

RAYMAN 

A TRAIN 

CENTREC0URT 

BUSTER BROS 

FINAL FANTASY 7 

MICRO MACHINES 3 

SMASH COURT TENNIS 

APOCALYPSE 

AGILE WARRIOR 

RESIDENT EVIL 

ACTUA GOLF 

DESTRUCTION DERBY 2 

COLLECTION 

FOXHUNT 

MIDNIGHT RUN 

SOUL EDGE 

WILD 9's 

AIR COMBAT 

RIDGE RACER 

ALIEN ALLIANCE 

DIE HARD TRILOGY 

CARNAGE HEART 

GHOST RIDER 

MINDSCAPE GOLF 

SOVIET STRIKE 

WWF: IN YOUR HOUSE 

ALIEN TRILOGY 

REVOLUTION 

AQUANAUTS HOLIDAY 

DOWN IN THE DUMPS 

CASPER 

GUN LAW 

MONSTER TRUCKS 

SPAWN 

X-FILES 

ALONE IN THE DARK -JB 

ROAD RASH 

CHEESY 

DRAGONS LAIR 

CHAMPIONSHIP POOL 2 

HARDCORE 4x4 

MONSTERS FARM 

SPEED KING 6 

X COM: TERROR FROM 

ASSAULT RIGS 

SAMPRAS EXTREME 

CHRONICLES OF THE 

FIR0 AND KLAWD 

CHOPLIFTER: FINAL 

HARDWAR 

MOTOR CROSS 

SPIRAL SAGA 

THE DEEP 

CHESSMASTER 3D 

TENNIS 

SWORD 

GEAR N GUTS 

MISSION 

HEXEN:BEYOND 

MOTOR TOON 2 

SPOT GOES TO 

ZOIKS!! 

CRITIC0M 

SHELLSHOCK 

FORMULA 1 (FI) 

GENDER WARS 

CLANDESTINY 

HERETIC 

MYTH ADVENTURES 

HOLLYWOOD 


0 

SHOCKWAVE ASSAULT 

FRANK THOMAS 

MYST 

C0LLIDERZ 

HMS CARNAGE 

NAN0TEK WARRIOR 

STACKERS 

AVAILABLE NOVEMBER 

DEFCON 5 

SLAM N JAM 

BIGHURTBASEBALL 

NASCAR RACING 

CONTRA-LEGACY OF 

INCREDIBLE HULK 

NBA IN THE ZONE 2 

STAR CONTROL 3D 

ACTUA POOL 

DESCENT 

SPACE HULK 

GALAXIAN 3 

NBA JAM EXTREME 

WAR 

INCREDIBLE TOONS 

NECRODOME 

STAR GLADIATOR 

ALADDIN 

DESTRUCTION DERBY 

STARFIGHTER 3000 

NAMCO MUSUEM V0L1 

Q.A.D 

CRASH BANDICOOT 

INCREDIBLE IDIOTS 

NHL HOCKEY 97 

STAR TREX: 

ATHAN0R 

DISCW0RLD 

STREETFIGHTER ALPHA 

NFL QUARTER BACK 97 

RAW PURSUIT 

CREATURE SHOCK 

IN SPACE 

PANDEMONIUM 

GENERATIONS 

COMMAND AND 

DOOM 

STREETFIGHTER THE 

OFFENSIVE 

SIM CITY 2000 

CRIME CRACKERS 

INT SOCCER STARS 

PERFECT WEAPON 

STARWINDER 3D 

CONQUER 

EXTREME SPORTS 

MOVIE 

0NSIDE SOCCER 

SPACE JAM 

CRIME WAVE 

DELUXE 

PINK AND THE BRAIN 

STEEL HARBINGER 

FIFA 97 

FADE TO BLACK 

STRIKER 96 

PROJECT OVERKILL 

SUPERSONIC RACERS 

CROW 2: CITY OF 

INTERSTATE 76 

PITBALL 

STREET RACER 

FINAL DOOM! 

FIFA 96 

TEKKEN 

RETURN FIRE 

SWAG MAN 

ANGELS 

IRON AND BLOOD 

PITFALL 3D 

SUIK0DEN 

GOLDEN NUGGET 

GEX 

THEME PARK 

RISE-RESURRECTION 2 

SYNDICATE WARS 

CRYPT KILLER 

IRON MAN/X-0 

POWER RANGERS 

SUPER KICK BOXER 

INDEPENDENCE DAY 

GUNSHIP 2000 

THUNDERHAWK2 

SLAYER 

TILT 

DARK FORCES 

MANOWAR 

PINBALL 

SURREAL 

KINGS FIELD 2 

HI OCTANE 

T0SHINDEN 

TEKKEN 2 

VICTORY BOXING 

DARK STALKERS: 

jet Mono 

PROJECT RALLY 

TEMPEST 2000 

KONAMI LINKS GOLF 

IMPACT RACING 

T0SHINDEN 2 

TIME COMMANDO 

VIPER 

VAMPIRE WARRIORS 

JETFIGHTER 2 

PROJECT X2 

TEN PIN ALLEY 

MARCO POLO 

INT TRACK N FIELD 

TOTAL NBA 

TOKYO HIGHWAY 

WIPEOUT 2:2097 

DARKNET 

JOHN MADDEN 97 

QUAKE 

TENKA 

MEGAMAN 3 

KRAZYIVAN 

TRUE PINBALL 

BATTLE 


DEADLINE 

JUMPING FLASH 2 

RACE AND CHASE 

TERMINAL VELOCITY 

MISSION IMPOSSIBLE: 

LOADED 

VIEWPOINT 

TOP GUN 

AVAILABLE OCTOBER 

DEADLY SKIES 

KILLING TIME 

RAGING SKIES 

THE FALLEN 

THE FILM 

MAGIC CARPET 

VIRTUA GOLF 

TUNNEL B1 

ADVANTAGE TENNIS 

DEMON DRIVER 

KUMITE: THE FIGHTERS 

RAVEN PROJECT 

THE TICK 

MORTAL KOMBAT 

MICKEYS WILD ADV 

WARHAWK 

X-MEN CHILDREN 

AH-64D LONGBOW 

DISCW0RLD 2: 

EDGE 

RAYMAN2 

TIGER SHARK 

TRILOGY 

MORTAL KOMBAT 3 

WILLIAMS ARCADE 

OF ATOM 

ALIEN VS PREDATOR 

PRESUMED MISSING 

LANDS OF LORE 

REBEL ASSAULT 2: 

T0BALN01 

PGA TOUR GOLF 97 

NBA IN THE ZONE 

CLASSICS 


ANDRETTI RACING 97 

DISRUPTER 

LAST NINJA 

STARWARS 

TOMB RAIDER 

T2: I'LL BE BACK 

NBA JAM 

WING COMMANDER 3 

AVAILABLE SEPTEMBER 

APOLL013 

DRAGON HEART 

LETHAL ENFORCERS 1 

REBEL MOON RISING 

TOY STORY 

TOTAL NBA'97 

NEED FOR SPEED 

WIPEOUT 

ACTUA TENNIS 

AVI EVOLUTION GLOBAL 

DREAM TEAM 

LETHAL ENFORCERS 2 

RED ASPHALT:ROCK 

TRANSPORT TYCOON 

WING COMMANDER 4 

NFL GAMEDAY 

WORMS 

ARC THE LAD 

BALL BLAZER 

BASKETBALL 

LITTLE BIG 

ROLL RACING 2 

TWISTED METAL 2: 

ZERO DIVIDE 2 

NHL FACE OFF 

WWF: WRESTLEMANIA 

BLAM! MACHINE HEAD 

CHAMPIONSHIP 

DUKE NUKEM 

ADVENTURE 2 

RELOADED: LOADED 2 

WORLD TOUR 

ZORK: NEMESIS 

OLYMPIC GAMES 

X-C0M ENEMY 

BOGEY:DEAD 6 

BATMAN FOREVER 

EARTHWORM JIM 2 

LOMAX IN 

R0ADRAGE 

VANISHED POWERS 


OLYMPIC SOCCER 

UNKNOWN 

BRAINDEAD 13 

BEDLAM 

ELEVENTH HOUR 

LEMMINGLAND 

R0B0TR0NX 

VETTE: SAN FRANSICO 

AVAILABLE DECEMBER 

PANZER GENERAL 

ZERO DIVIDE 

BUBBLE BOBBLE 

BEYOND THE BEYOND 

ESCAPE FROM LA 

MAGIC: THE GATHERING 

SAMURAI SPIRITS/ 

THRILLS 

SENTINENT 

PGA 96 


TRILOGY 

BLOOD OMEN: 

EXHUMED 

MAJOR DAMAGE 

SHOWDOWN 

VR POOL 

Release dates subject 

PRIMAL RAGE 


BUBSY3D 

LEGACY OF KAIN 

EXTREME SPORTS 2 

MARVEL SUPER HEROES 

SHINING SWORDS 

WARHAMMER 

to change 


**** ALL GAMES ARE £39.99 **** free gift with every order 

WEEKLY DISCOUNTS AND SPECIALS ON SELECTED TITLES - JUST CALL! 



MAIL 

ORDER 

DIRECT 

ON 


01442 279700 


Cheques/Postal Orders payable to: 

Playstation Direct Limited 

Postage & Packing 

SONY PLAYSTATION MACHINE £7.00 
Software and Accessories FREE 


217 LONDON ROAD • APSLEY • HEMEL HEMPSTEAD • HERTS HP3 9SE 10 TELEPHONE LINES SSI HD 

PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE Open 10 a.m.-7 p.m. [_ r_\ 














771360 317015 


STAR GLADIATOR SOVIET STRIKE WARHAMMER MK TRILOGY 


























